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Five Next Generation _ 
3D games designed + 
specifically for 3D Blaster. 
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Flight Unlimited” Rebel Moon 
This incredible flight simulator Defend your state against atlacks 
from Looking Glass Technologies, Jrom enemy forces. Rebel Moon 
Inc. features 3D, texture mapped Jrom Fenris Wolf delivers stunning 
scenery and flying motion so real sci-fi game play with 31 effects 
you'll want to fasten your seat that come at you from all direc- 
belt for takeoff. tions, Exclusively on 31D Blaste 
Sh hae | | 
So 
NASCAR” Magic Carpet’ Plus 
This is no Sunday drive! Fight to restore realms that 
NASCAR racing, from Papyrus, have been annibilated by 
° is the real thing. Strap yourself catastrophic events. With 
into a stock car and experience, amazing 3D graphics 
pure, beart-pounding, bumper to and arcade-like action, 
bumper racing. your Magic Carpet, 
from Bullfrog, 
Hf awaits you. 
And that’s not all. 
Watch the shelves for 
an avalanche of 
3D Blaster-compatible titles. 
‘ 
Hi-Octane’ 
Sick of your commute? Take out 
your frustrations in Bullfrog’ 
“ combat racing game HI-OCTANE! 


Ina heavily armed hovercar, one. 
wrong move decides who is road — 


ing and who is road kill. 


” 


TechnologwlTD. 


@) 1995 Creative Technology LTD. The Crea 
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JI) Blaster 


raming Experience. - 
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| _* Tired of games that play in slow motion? Tired of pix- 
els the size of boulders? Tired of 8-bit cartoon colors? 


Cet 31D Blaster from 


- Tne 
Fe Ob 
Standard. 


Creative Labs. It will blast 
you with full color, hi-res, 
3D graphics that tly across 


your screen at 


light speed. 


Games have 


new life with rock solid 3D 
graphics performance that you simply can't get ona 
486 VL-Bus system without 3D Blaster. In fact, youll — 


get twice the graphics performance of 


Designed for 


today’s fastest PCs. What's more, it will 


Weems crank your 21) Windows 95 applications 


Window? 95 


into high gear. 
- And don't worry. 3D Blaster was born 
to run on Windows 95, Windows 3.1 and 


DOS systems. And it's fully Plug n Play 


BLASTER 


compatible—so just plug and play. 
Tired of being left behind? Then 


upgrade your 


*s “age 


computer with 
3D Blaster, the | 
standard in PC 31D. 


From Creative Labs. 


orn oe 


REATIVE” 


CREATIVE LABS,JNC. 


‘Center 1-860-998-5227 All other trademarks are the property of their respectif holders. All rights reserved 
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Don’T JUST OE ROCKETS, 


DANCE “IT omy, 


SLING 4 sone 10 mm, 


ATTO 


You play games like a natural born gamer. 
Enveloped in digital optical technology, 

you fire with the accuracy of an eagle 

packing high powered binoculars. 

Every minuscule move you make is 

transmitted quickly down the line of fire. 

Every handle rotation, a new twisted 

SideWinder™3D Pro gamer viewpoint. 

You and the joystick are one. 

And this is one joystick that never begs for mercy, 
as its optical tracking system has no moving parts 
to grind or molest. 

INITIALS Bullets curse when they miss, listen. 
It’s a phenomenon known only by those who choose 

a joystick that needs no re-calibration 

and tracks you at the speed of light. 

This is the jet black void of the gaming experience. 
This is the Sidewinder 3D Pro joystick, compatible 
with all MS=DOS®=based and Windows® 95—based games, 
the elder of the Sidewinder joystick family. 

All the dexterity of a gaming demigod is yours to 
call upon, and with one finger you vent retribution 


on every Shiny dark destructive heart. 


51995 Microsoit Corporation. all rights reserved. Microsoit, MS-DOS and Windows are registered trademarks and SideWinder and Where Do You want 70 Go Today? are trademarks oi Microsoit Corporation. 


“Roger Zelazny . . . The finest writer 
of his generation in science fiction.” ‘ ' 
George R-R. Martin »duced thiemar .. . : i} design groups to have appeared... .” 
; me 3 Steve Wortofsky, Strategy Plus 


Software and Art © 1995 IntraCorp, Inc. All Rights reserved. Portions of the program © 1995 Dreamforge'™ Intertainment: Sound Operating System © 1995 Human Machine interface; Iné Software 


‘Roger Zelazny and Jane Linds kold's eth, 


Thousands of lives afe at stake! 
luis Korda, the Chronomaster, in this epic quest for vengeance in a future hare magic — 
& science co-exist. Find yourself ona mission beyond your wildest dreams in.this ground-breaking Graphic 
Adventure! Journey throug cet universes full of cyborgs, pirates & witches. Unravel challenging 
puzzles and plots with n ind va ied endings. Have the illusion of reality with interactive scenarios 
and the ability toe pl 


=}, 


| Bsndies gameplay as players move Freely ~ i hs ymnanue , : —————- 
“i pocket universes in any order they © ts interface helps players m move : ae d 
choose 


pe 


0 9 atoruline that offers orlainel, 
exciting alements blending science 
fiction and fantasy. 


* Fully digitized iieines ead original 
sound track. 


Featuring the Voices of: 


Visit Capstone Online: 
Web Site: 


Brent Spiner Ron Perlman Lolita Davidovich 
(“Star Trek: The Next (“Beauty and the Beast”) (“Intersection”) 
Generation”) 


INTRACogp \BN{EDROM  — 


—— THE PINNACLE OF 
ENTERTAINMENT SOFTWARE 


Q 


theme based on a science fiction story by Roger Zelazny and Jane Lindskold. Chronomaster and Capstone are trademarks of IntraCorp,inc. e- Beever Trademarks and copyrights acknowledget 
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Initialize 
One of the reviewers ends 1995 with his last 


issue on the review crew. Find out who’s mov- 
ing to a new job on CGR. 


Letters 


Sometimes readers disagree with a review so 
strongly that they write in to tell us just how 
wrong we are. 


MEWS 


Domark and ICI have split over Confirmed Kill, 
and now the fate of the ultimate on-line sim 
hangs in the balance. 


Reviews 


Take 2 releases the innovative Millennia while 
Avalon Hill and SSI relive the highlights of 
World War Il. 


Hardware 


Everyone needs a little help at succeeding in 
some games, and CH Products has the newest 
add-on for flight sim fans. 


Add-Ons 
& Info 


science-fiction fans unite! The ultimate guide 
to the worlds of sci-fi is now available for your 
CD-ROM. 


Child 
Support 


Knowledge Adventure wants you to meet 
Casper, the Friendly Ghost as he hosts the lat- 
est installment in the Brainy Books series. 


Previews 


Can’t get enough of building an intergalactic 
empire? Playmates wants you to start going 
Into the Void. 


COMPUTER GAME REVIEW 
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Strategy 


Those pesky Nod troops have you cornered in 
Virgin's Command & Conquer. Find out the 
best way to kick ass and take names. 


Game Over 


Selling lava lamps for fun and profit in Lava 
Mind's Gazillionaire isn’t always as easy as it 
might seem. 


In the Bag 


Jack the Ripper is taking over New York in the 
future and you've got to stop him in Take 2 
Interactive’s Ripper. 


Page 150 


Icebreaker 


Page 100 
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s Wing Commander 


J 


How do you top one of the greatest interactive 
products of the last decade? CGR talks with 
in the computer industry. Already the consen- 
sus favorites for sound, the company now 
What do you do when you have an agreement 
to work on a game with William Shatner but 
you don’t have a Star Trek license? You create 
a TekWar game, that’s what! 


Creative Labs may have set another standard 
looks to change the way we look at games. 


3D BLASTER 


the creative team of Origin 


IV to find out! 


WCIV 
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COMPUTER GAME REVIEW 


Enter now to win with Fritz! ReadySoft wants you to be the proud 
owner of BrainDead 13 with a grand prize of a Sony PSX to play it on! 


Just send a postcard with your name, address and phone number to: 
A CONTEST TA DIE FOR!, ReadySoft Incorporated, _— 
3375 14th Ave., Units 7 & 8, Markham, 
Ontario, L3R 0OH2, CANADA 


MT ae 


ey 
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e PC-CD ROM * SEGA CD « 3D0O * MAC CD-ROM « MPEG « ¢ SEGA SATURN « SONY PLAYSTATION e 


Contest Rules: |. No Purchase Necessary: To enter, mail the entry form or a standard size postcard containing name, address, phone number to "BrainDead 13 Contest”, Fusion or Computer Game Review, 1820 
Highland Avenue, 2nd Floor, Lombard, ilincis 60148. No purchase or payment of any money is necessary to enter, One entry per household. All entries must be handwritten. Mechanically reproduced entries will not be 
accepted. Entries must be received by January 5, 1996. Al entries become exclusive property of Sendai Publishing Group, Inc. and Decker Publications, Inc. and will not be acknowledged or returned. Sendai Publishing 
Group, inc. and Decker Publications, inc. assume no responsibility for lest, mutitated, late, Megible, incomplete, postage-due, or misdirected entries. Only one prize per family, organization, or household. 2. Prizes: 1 


GAME REVIEW 


and CD-ROM Entertainment | 
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Billy Mather 
Supreme Warrior of the Cyber Skies 


Ps Blast away with 
perfectly positioned, 
non-slip buttons. 


«* Welcome to the grip 
that really grips. 


_~ * This extra-weighted 
“base is going nowhere. 


into any PC or works with 
any game card. 


_® This cable is way 
wicked long. 


w® | yr. warranty 
from the world leader 
in cursor control. 


is 
WINGMAN” EXTREME. LOGITECH 
ice of mondo butt-kickers everywhere. 
5-0000 Document 4000 for WingMan, Products 
sinformation call: 1-800-936-0012. people love’ 


¥ BS ™!/® - trademarks are the property of their respective owners. 
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bristopher y falken. = 
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POOAB'VE, TAZXOX 


ongtime readers will note that we don’t change our staff that often. 
When we do, there’s usually an editorial about it. It's an editorial 
ve had to write only a couple of times in the last few years, some- 
thing | am very thankful of. Since our reviewers tend to become 
noted for the types of games they like and dislike and since they 
review all of the games that CGR covers, it’s a big deal when one 
of them stops reviewing. The reviews are completely tied to the 
personality that creates the review, and when one of the three 
review positions changes hands, it takes a little while before every- 


as Here, for the first and probably only time in the pages of 


CGR, is a picture of Tasos. 


one is used to the change. It happened when Kevin and Ted start- 
ed reviewing, it happened when Tasos took over for me and it hap- 
pened when Frank took Kevin's spot in the August issue. Strap 
yourselves in, folks, it’s happening again. 

This is Tasos’ last issue in the position of reviewer, and some- 
one else will be coming in to take his spot. Now before you ques- 
tion me, no, this doesn’t mean we haven't decided whether or not 
we are going to keep Tasos around. Tasos is staying here and will 
still be working on CGR after a fashion, but at the same time, he’s 
moving to a new job. 


As I’ve mentioned in his reviewer bio in the past, Tasos is study- 
ing for his Masters in computer programming. When a program- 
ming position opened here, he was naturally interested. In short, 
Tasos is now going to be doing a lot of the programming around 
here (including the gameDISC every month) and will therefore not 
have the opportunity to review the games. It’s a great opportunity 
for him to put into practice what he is learning and to get experi- 
ence in what he wants to do with his life. As much as |’d like him to 
stay on doing what he was doing, | didn’t want to stand in his way 
of doing what we wants to do. And so, Tasos moves to an office on 
the third floor in the next couple of weeks and someone else will be 
filling the chair in front of our various computer systems. 

It's a mixed blessing for me. I’m very happy for Tasos to go on 
to a position that is well suited for him (not that reviewing wasn’t) 
and one that he genuinely enjoys (not that he didn’t like reviewing 
games). On the other hand, Tasos lent a certain joie de vivre to the 
review crew. At least once every issue, he made me laugh when | 
was editing the pages. I'll miss that. He could also always be 
counted on to provide a very different point of view from the other 
two reviewers, whoever those reviewers were. | Say in all serious- 
ness that we will find someone to take over Tasos’ spot as a 
reviewer, but we will not ever find his replacement. Tasos is one- 
of-a-kind, and you can take that any way you'd like. 

| make such a fuss over this for a couple of reasons. One, which 
| already mentioned, is that the reviews are so personal that when 
a reviewer changes, it makes a significant difference in the maga- 
zine. The other reason is that when a reviewer leaves the position 
and moves on to something else, it’s kind of like having a member 
of your family move away to a different part of the country. We all 
work in the same office here, we all see each other every day, 
sometimes for many more hours than we would like. So it makes 
sense that we feel like a family at this magazine. Tasos’ leaving 
has changed not only what we create here, but also the environ- 
ment we create it in. So maybe it sounds like I’m making a big deal 
out of this, but I’m not. It is a big deal, both for CGR and for those 
who create it. 

So, next month I'll introduce you all to the 10th person to write 
reviews for CGR (for the record, the nine who have reviewed in 
these pages so far are Mike, Dave, me [Steve], Rick, Alex, Ted, 
Kevin, Tasos and Frank). Hopefully, he’ll have a name different 
from the first nine reviewers just to keep things simple. 

Oh, as a final note, please don’t inundate me with resumés. By 
the time you read this, someone will have been hired. 


Steve Honeywell 
Editor 
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The original cinematic act 
adventure game, 

where engrossing game play 
meets Blade Runner-style action. 


Plunge into this surrealistic 3D 
world where dozens of 
characters propel you through 
mind expanding challenges, 


to one shocking conclusion! 


For Macintosh and PC Windows® 


fett)»9:// -burnecycle.com 


“TOURNAMENT OF CHAMPIO 
IBM CD-ROM 


L Get the 2 Noraner sear you oe 
deserve! Your helicopter lands you at 
-Pharoah's Casino...a beautiful bar- 
_ Maid serves you a ok acy a 
- stroll the casino floor deciding what fa ; 

to play, from 15 unique slot — | ata 

machines to blackjack, craps, eee 
roulette, mini-baccarat, seven styles im: 
of poker... and even video poker! | 
e True casino-style play; standard 

Vegas odds. 

e Choose your game, table limits 
and number of decks. 
¢ Unique “Tournament” mode. 


GRANDMASTER 
CHAMPIONSHIP 


CHESS 


Coramtawe vier Champers ctp CAnss 


ext Move Ser 
. BM: 3 } ames les ‘3-FOR- ALL" 


Sk oper, wr 


You select the level and style of play, 
from beginner to Grandmaster; this 


unbelievable program has defeated some of the To order 
highest-ranked players in the world! call: 
e Animated lessons and hints in plain English from 

actual International Grandmasters. 4 (800) 21 8- 01 1 5 
e Thousands of famous games to recreate and replay — Ext. 79 

you can even download games from the internet. X 
* Modem and network play! | Visit Intracorp Online: 

se 3 ve America Online (Keyword: Capstone): 


Compuserve: Game Pub A+ Forum: 
Web Page Site: http://www.gate.net/~intre 
Or Call Capstone’s BBS (305) 374-687 


WINDOWS ~ ~ 
CD-ROM 


Casino Tournament of Champio 
Chess, Ultimate Backgammon, 
Ail other trademarks and copyr 


The Next Move™ Series 


Igemaster Championship Edition, Grandmaster Championship 


xt Move Series and Capstone are trademarks of IntraCorp, Inc. 


cknowledged 


& MAC 
CD-ROM 


U I, 


BACH 


on end! 


conservative to out-for-blood. 
e Variety of 2-D and 3-D boards. 
e Don't trust the machine? 


Roll your own dice and key in your throw! .e 
4 
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v Championship 
Edition 


WINDOWS, a 


¢ Selectable levels of play... from 


GREAT HOLIDAY 
oy =—Ss GIFT IDEA! 


Play Gin Rummy, Cribbage, Pinochle, Hearts, Spades, Whist, 
Euchre, Crazy 8's, 31, 99, George and OhHell. Pick from 18 


different opponents with different 
personalities and skill levels. 


O Tle Fo e Super VGA graphics and 


ya sound. 


Vast assortment of card 


e Mac or Windows-based. 


designs; table-tops. 
) e Unique practice mode. 
¢ 
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TIMATE 


Ot LD Nee 


_ For fanatics and casual players 
alike, Ultimate Backgammon will 
have you rolling the dice for hours 


Sc tite ak Ol atta it dr aan 


S2529332 333952 


The most complete Bridge game anywhere! Skill levels from 324 fiw 


novice to excellent, plus tips from the computer to help improve 


your game . 


¢ Create partners; opponents of any skill level, age and 


experience. 

e Mac and Windows-based. 

e Seven different bidding conventions. Options for 
replay, rebid, and. more. 

e Let the computer suggest your play. 


ptt oleate pales 
tin Tale ies 


f 
t ha 


WINDOWS/ 
MAC CD-ROM 


Jack’s back. In the year 2060 in 
New York City, a series of grisly 
murders has been taking place. In 
each case, the victims have been 
horribly mutilated and the killer has 
vanished without a trace. It looks to 
be the work of the original Jack the 
Ripper or a very clever copycat 
killer. Unfortunately, the Ripper is 
leaving very few clues at the crime 
scenes. The police are baffled and 
the general populace has been 
stricken with terror. Everyone is 
afraid of being the next victim. 

You are a reporter. Your job has 
you covering the gruesome specta- 
cles that are the crime scenes of 
this twisted killer. As the murder 
strikes again and again, you begin 
to sense a pattern, a method to the 
madness. Have all of the murders 


Chronomaster 


In Chronomaster, the worlds of 
science and magic intermingle in 
six different manmade universes. 
Each of these worlds obeys its own 
laws and physics. Your mission will 
take you to each of these worlds 
where nothing is ever like anything 
you are used to. On your mission, 
you will need to learn the various 
laws that guide each land, or you 


acclaimed science-fiction authors in 
the world and the winner of numer- 
ous Hugo and Nebula awards. The 
game was coauthored by Jane 
Lindskold. 


a aie ow Stat 


v 486/33 or better, DOS 5.0, 
; 4MB RAM, SVGA 


a -R: Mouse, Keyboard, 
haven't a chance for success. Do )) Joystick 
you have what it takes to become a 4 IBM and 
Chronomaster?  Temmcaneera 


Chronomaster was created by 
the late visionary Roger Zelazny, 
one of the most influential and 


a : Capstone 


: (305) 373-7700 
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Ripper 


been related in some 
way? When your partner 
is attacked, things start to 
become very personal. 
It's time to see if you can 
do what the police have 
been unable to accom- 
plish: Discover the 
Ripper’s identity and stop 
him or her from striking 
again. If you don’t you 
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could well be the next victim. | : 

Ripper features a well-known 486/50 or better, 2xCD-ROM drive, 
cast of Hollywood actors including | 3MB RAM, Mouse 
Christopher Walken, Burgess g 9 onan 
Meredith, John Rhys-Davies and AVAILABLE FOR: IBM and 
Karen Allen. Ripper features ‘ Compatibles 
scenes and language inappropriate | BY: Take 2 Interactive 
for younger and more sensitive | TECHNIC 

; |) SUPPORT: (412) 539-6407 

gamers. Make sure the kids are e le : 


asleep and the lights are on. 
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Worms 


Tired of the same old computer 
game action? Worms is a strategic 
shooter with a difference. You con- 
trol your troop of worms against up 
to three other platoons of similar 
critters. All of the worms are armed seers 
with weapons ranging from TS macsinriienesiuninee 
bazookas to exploding sheep. Only x rs, dow TS 

86/33 or better, Mouse, 8MB RAM, 
one worm patrol can be dominant SVGA, SoundBlaster or compatible 
over all, so you must kill or be | 
killed. : ec FE 

Each worm gets a chance to ' Compatibles 
move and shoot. Some shots cre- |) DESIGNED BY: Ocean of America 
ate incredible mayhem while others | TE 
are more precise but do less dam- 
age. Additionally, mines throughout 


each level make traversing the ter- 
rain difficult. 

Worms is an interesting cross 
between Lemmings and military 
sims. It’s like nothing else! 


ORT: (408) 289-1411 


CHIP: 
108 CHIPS PER BAG 
1,350 Cacories 


64 GRAMS OF FAT 


PIZZA: 
8 SLICES PER PIZZA 
2,320 CALORIES 


70 GRAMS OF FAT 


PYRAMID: 


30,000 PYRAMIDS 
IN 150 LEVELS 


O CALORIES 


O GRAMS OF FAT 


an addiction you can lve wit 


THE ULTIMATE CHALLENGE IN ACTION AND STRATEGY. 
EASY TO LEARN. DIFFICULT TO MASTER. 


Shareware version available @ http: //www.magnet.com 


THE ADDICTION BEGINS IN NOVEMBER ON PCG AND MAC 


ICEBREAKER ©1995 Magnet Interactive Studios, Inc. All Rights Reserved. ©1995 Twentieth Century Fox Home Entertainment, Inc. All Rights Reserved 
| 2 ! ’ 4 
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PROBLEMS 
WITH YOUR 
gameDISC’ 


If you experience trouble getting 
a particular demo to run, you will 
need to contact the technical sup- 
port services for the respective 
company. The technical support 
phone numbers for these compa- 
nies are provided in the descrip- 
tion boxes on these pages. We 
are unable to provide technical 
support assistance for any prob- 
lems you might experience with a 
particular demo. 

lf you can’t get anything to work 
on the CD and/or receive error 
messages that indicate that the 
CD is unreadable, please contact 
CGR at (708) 268-2498 for a 
replacement CD. 


Get ready to join halfwits with the 
kings of pop culture. Beavis and 
Butt-head are trying desperately to 


join Todd’s gang of delinquents and 


they need to prove themselves 
worthy of membership. 
Unfortunately for the both of them, 
they’re too clueless to figure out 
what they need to do. That’s where 
you come in. You need to help 
them accomplish this task so that 
they can finally fulfill their dreams 
of being “cool.” The whole cast of 
characters from the show is here 


Endorfun 


Enter the world of Endorfun, a game of 
color, music, patterns and rhythms 
designed to enhance your speed, 
patience and strategy skills as well as 
your outlook on life. Your role in 
Endorfun is to navigate your Light Body 
Cube, a six-sided cube with a different 
color on each of its six sides, across a 
Unified Grid that contains one or more 
colored squares. The goal is to move 
your Light Body cube onto any square 
on the Unified Field so that the color of 
your choosing is on the top side of your 
cube. Blocks and Life Force pieces 
appear on the Unified Field in the same 
six colors that are on your Light Body 
cube. You can only move onto these 
pieces if the color on the top side your 
Cube is the same color as the color of 


that piece. Once you’ve moved off that 
colored square, you will have absorbed 
it and it will disappear. Avoid letting the 
blocks trap you in by merging with them 
to clear the way and gain more time and 
valuable points. Multiple game variations 
test your spatial abilities and affirmations 
reward Success. 


REQUIREMENTS 
486/33 or better, 8MB RAM, SVGA, 
_ 2xCD-ROM, Windows | 
CONTROLLER: Mouse, Keyboard 
AVAILABLE FOR: IBM and 
_ Compatibles 


DESIGNED BY: Time Warmer 
Interactive 


TECHNICAL 
SUPPORT: (818) 295-6800 


for you to meet and 

annoy. This may be 

your best chance to 

get back at Highland 
High. 

So whip out your 
air guitar and 
Metallica T-shirt as 
MTV’s brainless bad 
boys commit their 
sophomoric acts of 
anti-social mayhem. 
It's a game the true 
Beavis and Butt-head fan can’t 
afford to miss. Find out what it 
means to be virtually stupid. 


AVAILABLE FOR: IBM and 


TECHNICAL = 


{ 


SUPPORT: (212) 258-6000 


Earthlink 
Network 


Everybody’s talking about the 
Information Superhighway, but 
sometimes it seems like you can’t 
find a good on-ramp. If you’re stuck 
in the slow lane behind someone 
with his blinker on and everyone 
else is passing you by, give 
Earthlink a try. 

This package is an on-line regis- 
tration program. Put this on your 
system and dial up the folks at 
Earthlink to establish an account. 
Once your account has been 
established, you'll be able to down- 
load Eudora, an e-mail program 
that will give you the ability to 
speak with anyone and everyone 
on the Internet. You'll also get 
Netscape Navigator™, the award- 
winning Internet browser thought 
by many to be the best available. 
Hit the Superhighway running! 


386 or Better, 4MB RAM, 


CONTROLLER: Mouse 
AVAILABLE FOR: IBM and 
‘Compatibles 


DESIGNED BY: Earthlink 
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Want the latest information on 
computer and video games, movies 
and comic books? Look no further 
than NUKE! You'll find reviews of 
the hottest games, information 
about the latest in science-fiction 
and action movies, comic books 
and much more. Exclusive inter- 
views and reviews of products as 
well as in-depth articles on the 
things that matter most to you. 
You'll also find exciting contests 
and giveaways exclusive to the 
NUKE site. Every area on NUKE is 
updated on a daily basis, so there 
is always something new to see 
and do! 

If you are running Windows 95, 
you can simply click the button and 
you'll be taken to the NUKE inter- 
face. If you are not yet running Win 
95, you can find NUKE on the 
Internet at the coordinates 
http://www.nuke.com. Get into the 
future with the ultimate in World 
Wide Web sites! 


NUKE+ 


The Microsoft Network is up and 
running, but finding the latest infor- 
mation on most topics is still a mat- 
ter of browsing through the Internet 
until you find the site you want. Not 
any longer! With NUKE+, you can 
have the best of the Microsoft 
Network right and your fingertips, 
and you don’t need to hunt for any- 
thing! 

NUKE+ is the premier news ser- 
vice on the Microsoft Network 
devoted to the latest information 
about video games, computer 
games, movies, television, comics 
and much more! NUKE+ offers visi- 
tors to MSN a direct link to NUKE, 
Sendai Interactive’s popular site on 
the World Wide Web and offers live 
chats with some of the movers and 
shakers of the entertainment indus- 
try including the editors of CGR, 
Cinescape, Electronic Gaming 
Monthly and HERO Illustrated, plus 
bulletin board message threads, 
exclusive contests and much more! 
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You’re standing over a 20-foot putt, and as an expec- 
tant hush falls over the crowd this huge 8-foot-tall guy with 
bionic arms walks out onto the green and does this like, 
windmill kick that shatters your jaw in 3 or 7 places and 
you're running low on lives so you jump in your T-80 tank 
and do 65 mph heading for the trees (slowing to 55 for the 
Sand traps) wasting spectators and oops your caddie 
along the way and you’re racking up the points and feeling 
pretty good when all of a sudden you hear this beep-beep- 
beep-beep alarm go off and you’ve got a bogey on your tail 
SO you drop some chaff and try some evasive maneuvers 
but to no avail and this explosion rocks you hard and both 
engines are out so you hit the eject button and suddenly 
you're floating and down below you see these trees start 
to materialize and your caddie, somehow miraculously 
back alive, says “bogey” and you look up but he just 
means you missed the putt and you missed it bad. 

It’s sort of like that, but with more colors. And faster. 


The RISC chip endows the Power Macintosh’ with processing speeds up to four times faster than your average PC; resulting in 
e — unparalleled speed, smoother action, way-cool graphics — all without “dip” switches or goofy key commands. Myth-Exploder 
aaa Statement #2: there are plenty 0’ killer games to choose from, and more coming every day. To find out what else nfm 

you could do if this power were in your hands, check out our web site: www. se anes ee: You, a Mac, the world. == 


“When ¢ comparing a Power Ma sien 9500/132 to a 66 MHz 486 PC, according to a study | by ¢ re sae Assessment Services, July 1995. © 1995 Apple Computer, Inc. All rights reserved iA ple, the ont Logo, Macintosh and Power Macintosh are 

revistere ps arks pple mpute r Inc. Mac pager Mac an 1 y u. a ee Ly world” are trademarks of Apple Computer, Inc. All other product names are trademarks « of ‘the eir respective companie. Al | Macintosh’ computers are designed to be 
Gs 6 ss Ee espe pe 

accessible indivi duals with disability. fo learn more (US. only), call 800-600-7808 or TTY 80( 55-0601 


Icebreaker combines the best 
elements of action games with the 
cogitation needed to solve the most 
difficult puzzle games. On each of 
the more than 100 levels, you must 
pilot your craft around the grid and 
destroy the pyramids. The pyra- 
mids can only be destroyed by par- 
ticular methods, however. Blue 
pyramids must be rammed while 
red pyramids must be shot and are 
fatal if touched. 

At the same time, you will be 
tracked by a number of enemies 
who will do their best to kill you off. 


While pesky, the enemies are 
needed for the destruction of green 
pyramids. Icebreaker features 
many levels and four different diffi- 
culty vo 


e REQUIREMENTS ~ 
(= 486DX/33 or better, 2xCD-ROM drive, [im 
if SVGA, 8MB RAM fe 
|) CONTROLLER: Mouse, Keyboard Lif 
fy) AVAILABLE FOR: IBM and ig 
_ Compatibles a 


: DESIGNED BY: Magnet Interactive | 
TECHNICAL e 
| SUPPORT: (202) 625-1111 io 


Old Time Baseball 


With all of the problems going on 
in real-life baseball, wouldn’t it be 
nice to travel back to the time when 
people played the game because 
they loved it? Wouldn't it be good 
to forget about all of the strikes and 
labor negotiations, the high con- 
tracts and the improprieties of the 
game’s major stars? If you’ve ever 
wanted a return to the great glory 
days of America’s national pastime, 
you won't want to miss Old Time 
Baseball. 

Everything from the great days of 
baseball is here, from the great 
players to the classic fields they 
played on. Want to see what it was 
like to step on the mound at 
Ebbet’s Field or the Polo Grounds? 
Now you can. Ever wonder what 
would've happened if Bob Gibson 
had had the chance to pitch 
against Babe Ruth? You'll discover 
if good pitching beats good hitting 
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or if Ruth really was the king of the 
diamond. 

Old Time Baseball includes all of 
the action you could want from a 
great baseball game as well as all 
of the stats you need for an accu- 
rate simulation under the condi- 
tions you want. So forget about last 
year’s strike and the lack of a con- 
tract for next year. Dump the desig- 
nated hitter. If you love baseball 
the way it was meant to be played, 
ni this. 


REQUIREMENTS | 
486/33 or better, 2xCD-ROM, aa 
8MB RAM, SVGA, DOS 5.0 ne 

CONTROLLER: Mouse, Keyboard, 

Joystick 

fj AVAILABLE FOR: IBM and Pe 

| Compatibles thea, 

| DESIGNED BY: Stormfront Studios 


B TECHNICAL 
fp SUPPORT: (418) 479-2800 
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Tired of pinball games that don’t 
seem to work on any sort of logic? 
3D Ultra Pinball features game play 
based on Newtonian physics rather 
than the whim of the programmers 
to give you pinball action on your 
PC like nothing you've seen before. 
The table is set up and angled like 
a real pinball table, and the ball 
acts only as a real pinball would 


react on a physical table. You'll 
also have 3D targets to shoot for 
and tons of bonuses to work 
toward as you try to get the high 
scores on the included boards. 

Sierra has captured the. 
essence of what pinball lovers 
love about pinball and brought it 
to the PC. Don’t miss out! 


REQUIREMENTS 
486 or better, 2xCD-ROM, 
4MB RAM, Windows or Win 95 


CONTROLLER: N/A 
©) AVAILABLE FOR: IBM and 


| Compatibles 

|) DESIGNED BY: Sierra On-Line 
fy TECHNICAL 

| SUPPORT: (206) 644-4343 


Torin’s Passage 


The life ahead of Torin is not 
exactly what he hoped for. He 
dreams of a life of adventure and 
intrigue, but in all likelihood, he'll 
become a farmer like his father 
before him. But upon returning 
home.one day, he finds his parents 
trapped by a magic spell cast by an 
evil sorceress. 

Torin knows nothing more than 
the name of the sorceress who has 


= Microsoft Fury3 


The first action/arcade game 
from Microsoft, Microsoft Fury? 
puts you in a fully armed space- 
craft. Pilots are assigned to combat 
and rescue missions while saving 
eight planets from destruction dur- 
ing a space-age civil war. 

Using the engine used to make 
the DOS game Terminal Velocity, 
rey" modifies it to be played in 


trapped his parents, but he is 
determined to do everything in his 
power to free them. His quest is to 
find the person responsible for his 
parents’ predicament and force 
them to release his parents. It 
would appear that Torin has been 
meant for a life of adventure after 
all. 


sialigs 


is 486 or better, 2xCD-ROM, 
s 8MB RAM, Windows, SVGA 


| CONTROLLER: N/A 

§ AVAILABLE FOR: IBM and 
al Compatibles 

|) DESIGNED BY: Sierra On-Line 
i) TECHNICAL 

|) SUPPORT: (206) 644-4343 


Windows 95 and Windows 3.1. 
For each of the 24 missions, 
choose one of four difficulty lev- 

els and fire up the ship’s 
weaponry that will included plas- 
ma weapons, lasers and guided 
missiles. Keep an eye on your 
shields or suffer the same 
destruction as ‘ss enemies. 


REQUIREMENTS 


486/66 or better, 2xCD-ROM , 8MB RAM, 
Windows 3.x+, SVGA 


i CONTROLLER: Joystick 
f) AVAILABLE FOR: IBM and 
|) Compatibles 

|) DESIGNED BY: 3D Realms/Microsoft 
TECHNICAL 

§) SUPPORT: (206) 673-9308 
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© 1995 Mindscape. Inc. Mindscape is @ registered trademark and Pool Champion is a trademark of Mindscape. Inc. Licensed to Mindscape. Inc. 
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ADVENTURE. 


FX Fighter 


The ultimate fighting competition 
has just been announced, and 
you've been asked to join in. Nine 
of the greatest warriors from all 
over the galaxy will be competing 
in a battle to the death. Each hails 
from a different world and each has 
special moves and abilities that 
have made him, her or it the great- 
est fighting champion on the plan- 
et. You've got to prove that you 
belong in this company. That is, if 
you've got what it takes to really 
kick some butt. 

Each of the champions comes 
with special moves and combina- 
tions to learn and each is capable 
of either beating you to death or 
being taken to the cleaners. 
Whether you win or lose and live or 
die is up to you. There isn’t a prize 
for a second-place finish, unless 
you count the fashionable body 
bag. 


REQUIREMENTS 
386 or better, 4MB RAM, 
SoundBlaster or compatible. 


CONTROLLER: Joystick, Keyboard 
AVAILABLE FOR: IBM and 


Compatibles 
DESIGNED BY: GTE Interactive 


TECHNICAL 
SUPPORT: (619) 431-8801 


The quest to discover oddities in 
the world is difficult. If they were 


commonplace, they wouldn’t be odd- 


ities. So it is that you, as Robert 


The NFL is a rough place where 
even the most minor mistake can 
cost a team the game or a player 
his career. If you’ve had dreams of 
running back a punt for a touch- 


3-D Table Sports 


Bar games. Most of us have 
played them at one time or anoth- 
er. Most of us have even wagered 
on our own skills at these games. 
We've plunked quarters into air 
hockey tables, power basketball 
games and foosball tables. In fact, 
some of us have even gotten pret- 
ty good. 

If you are still looking for that 
same sort of challenge but can’t 
find someone to play against or 
can't afford to buy your own foos- 
ball table, 3-D Table Sports has 
the answer. This package includes 
three classic table sports games 
that will have you reminiscing 
about your days as the king of the 
hill on the air-hockey table. You 
can play against a human oppo- 
nent at the same system or over a 
network or challenge multiple lev- 
els of computer opponent to a 
match. You won't be able to go 


against the higher levels of Al and 
speed until you master the lower 
levels, though. 

3-D Table Sports includes Slam 
Hockey, which is akin to air hock- 
ey, Power Hoops, a table basket- 
ball game and foosball, the classic 
table soccer game with the guys 
on movable poles. Get your hand- 
eye coordination honed up for the 
ultimate table sports challenge and 
see if you still have those skills 
that you spend so many hours and 
quarters honing. 


REQUIREMENTS 


486/33, 4MB RAM, SVGA, CD-ROM 


CONTROLLER: Mouse 
AVAILABLE FOR: IBM and 
Compatibles 


DESIGNED BY: Time Warner 
Interactive 


TECHNICAL 
SUPPORT: (818) 295-6800 


Ripley, have decid- 
ed to take a world- 
wide trek in an 
attempt to locate 
strange and won- 
derful things to 
place in your muse- 
um. You'll need to 
find things to keep 
the museum afloat 
so that it can make 
enough money for 
you to continue your 
travels. As you see the world, you'll 
also be confronted by the confound- 
ing Riddle of Master Lu. Clues to 
solve this riddle can be found as you 


down or making a 
game-saving tackle, 
you've been waiting 
for Unnecessary 
Roughness ’96! 
UR96 includes all- 
new player animation 
and expanded stats. 
For those who really 
want to see what it’s 
like to sit behind the 
big desk, General 
Manager options have been includ- 
ed as well. Over 1,300 players with 
full stats have been included for 
you to use in setting up your ideal 
team. Select plays from more than 


. 
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In the not-too-distant future, 
nuclear war has destroyed most of 
the Earth’s population and much of 
the land is uninhabitable. The 
Emergency Containment 
Organization (ECO) was estab- 
lished to screen the population for 
the optimal use of safe zones. 
Those deemed healthy enough are 
allowed to remain within the city 
limits, and the less fortunate ones 
were cast out to the barrens and 
labeled undesirable, or Raiders. 

As a Raider, you enter forbidden 
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The Riddle of Master Lu 


hunt for oddities, but be warned. As 
you near the solution, you will find 
that there are those who do not want 
you to discover the secret. Be pre- 
pared for a game filled with intrigue 
and high excitement. 


1,000 pre-designed plays or use 
the playbook to create your own 
formations. Anyway you do it, your 
team’s road to the Super Bowl 
depends on you. All you need to do 
is beat the other guys. Just win, 
baby! 


REQUIREMENTS | 


486/66 or better, 8MB RAM, YESA 
CONTROLLER: Mouse, Keyboard 
Joystick 


~ AVAILABLE FOR: IBM and 
Compatibles — feel ie 
DESIGNED BY: iowals - 


TECHNICAL «= “4 a 
SUPPORT: (408) 985-1700 : 


Zone Raiders 


zones and retrieve, destroy or 
activate various items while 
eluding capture by Zone Patrols 
and battling enemy vehicles uti- 
lizing an array of weapons. 

The 3D textured graphic envi- 
ronment combines fast-paced 
driving arcade and combat 
action with 360-degree turn- 
around and reverse travel. 
There are 16 different tracks and 
four types of souped-up classic 
automobiles from which to choose. 


REQUIREMENTS 


486/50, 2xCD-ROM, 8MB RAM 


CONTROLLER: Keyboard, Joystick 
AVAILABLE FOR: IBM and 


DESIGNED BY: Virgin Interactive 


TECHNICAL 
SUPPORT: (714) 833-8710 
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- begins whee the 1 movie e left OM: 4 
Get ready for this heart-stopping jungle adventure that drops you AN 
_head-long into the heart of the African Congo. On this all-new exped 
~ tion, you'tl battle mutant adversaries with. your high-tech weapons and | 
apne Lip eh as et wt for gia nonds hidden deep 
x you'll be lost in 


cial effects an 3 
— cinematic 3D. 


-° High-action 
sequences and 
Pas -a multitude of 
= adversaries. 


* 
be 
a 

é WR 


self i in over 100 puzzles 
and 100 locations. 
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For more iriformation call (800) 469-2539 
oF visit your local software retailer. 


Call (800) 771-3772 for 
information on Game ratings. 


CONGO THE MOVIE TN 
Reserved. Game design & software code © 1995. Viacom 
International Inc.All Rights. Reserved. 
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: Immerse yourself in stunning 3D graphics 


Use futuristic high-tech weapons in your 
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Computer 


G i i 
Your Complete Source For PC Games and CD-ROM Entertainment 


Not Everyone 


agrees with our reviews. We 


understand that—it comes with the 
territory. Every.now and then, 
someone disagrees so much that 
they write us to tell us how wrong 
we are. Such is the case with this 
reader and CGR’s opinion on SSIs 
Thunderscape that appeared in the 


October issue... 


Conor Gane Review 
1990 Highland Ave. 


fr oye. es é 
Suite 29-0 DU | Bina at 
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Thunderscam 


How can Frank, Ted and Tasos 
give the rating they gave to SSI[’s] 
Thunderscape? How can we trust 
their opinion when they write to sat- 
isfy the advertiser and not the cus- 
tomer? 

First of all, they could have not 
[sic] played this game or they would 
have encountered what | and others 
must have run into. 

There are a number of puzzles in 
the game with no reference in the 
game that are impossible to solve. 
For example, the switch puzzle 
would require in excess of 700 
attempts unless you were lucky. 
How can you jump when they tell 
you to use Left Shift and 8 to make 
a running jump? No way. 

Gentlemen, | belive that SSI under 
control of Electronic [sic] have at 
best delivered an unethical game if 
not one that was downright bogus, 
all for the sake of their 900 number. 

Why do | say this? Because | used 
the 900 number and was surprised 
at the many ways they fleeced their 
customers. For example, you dialed, 
they answered and went through a 
menu. When you choose 
Thunderscape, you had another 
menu—the speaker claimed that you 
could get back to this menu by dial- 
ing the “#” sign. No way—you went 
back to the original menu, then back 
to the Thunderscape menu—cost 
about 2 1/2 minutes. Then came the 
sections of the menu, about nine | 
believe. When you choose this num- 
ber, it was then divided into thirds. 
Also, at least once during the third 
portion [I] was] disconnected and 
went through the same menu again. 
lf anyone questions this, | taped the 
entire thing. 

| have played every SSI game 
since the gold box days, they are 
still all on my shelves. | waited for 
this game, but their World of Aden 
smells bad. 

The graphics are poor, it has a 
poor interface, puzzles are unsolv- 
able and you cannot jump accurate- 
ly. Technologically, it dates about 
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1985. The map, if you can call it 
that, is unclear, to be kind. The truth 
is it’s rotten. All in all, it is a bad 
game. 33 percent of the stuff on my 
tapes is repetitive. | think this matter 
should be turned over to some 
agency for misrepresentation. |’ll see 
what my congressman has to say. 
Clancy F. Shaffer 
Rocky River, OH 


ae Thunderscape has caused some problems for one reader in particular, 


sibly separate them from a couple of 
hard-earned nickels. SSI provides 
the same hints that are available on 
the 900 line for free via mail or fax. 
you'll have to wait a little longer for 
the hints, but you'll get the answer 
for the price of a long-distance fax or 
a stamp. SSI’s fax number is (408) 
737-6814. Regarding 900 lines in 
general, if you aren't happy with the 


but he’s less pleased with SSI’s 900 line. 


IT NEVER CEASES TO 
amaze me that we and other maga- 
zines of this sort are accused of 
pandering to our advertisers when 
we happen to disagree with a reader 
on one game or another. | find it 
especially strange in cases where 
we are taken to be at fault when the 
reviewers in question have offered 
the same complaints as the letter 
writer. Both Frank and Ted com- 
mented on the lackluster graphics 
and both Ted and Tasos made men- 
tion of an interface that left some- 
thing to be desired. 

Disagree with us if you will, but 
don't question our veracity. The 
review of Thunderscape stands, and 
if you didn't like the game, we’re 
sorry just as SSI is no doubt sorry. 

To continue with what | find myself 
amazed by, it always strikes me as 
funny that people assume the worst 
of everyone and are so quick to 
challenge something that might pos- 


service you receive, the law states 
that you can contact the phone com- 
pany and have the charges 
removed. 

Also, | assume that were suggest- 
ing that SSI is acting in-this case 
under the auspices of Electronic 
Arts. That would be tough without a 
massive Illuminati-sized conspiracy, 
because SSI has been a wholly- 
owned subsidiary of Mindscape (not 
EA) for some time now. 


RPG Blues 


| am new to role-playing games, 
and | want to know in your opinion, 
which is the best out on the market 
for the PC. One thing that has been 
very discouraging for me is that the 
majority of role-playing games are 
D&D, and my mom won't let me buy 
them because she says they are 
satanic! I'd love to have a good role- 
playing game that will keep me busy 
for months, that has good graphics, 
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Put your pedal to the metal, ‘cause the pack don’t wait for Sunday drivers. 


Swervin’, curvin’, movin’ and groovin’. That’s what Virtual Karts™ is all about. 
Shoot through a series of serpentine speedways. Go bumper to bumper 
with the tyrants of the track. And if you've got the drive, capture the checkered flag. 
No matter which road you choose, it’s the most fun you can have 
with your butt four inches off the ground! | 


“A008 TO ADULTS : 
TAA For IBM’-PC & Compatibles on CD-ROM. 1-800-879-PLAY. http://www.microprose.com 


©1995 MicroProse Software, Inc. All rights reserved. 
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a very addictive and compelling story 
line and cool magic spells. | know 
this is a lot to ask of you, but if you 
could respond | would greatly appre- 
ciate it. 
Ryan Walters 
Hamilton, MT 


Pro Pirate 

All you hardcore computer geeks 
out there most likely oppose piracy. 
You try to throw your goody-goody 
John Wayne morals into the comput- 
er industry. | have 20 games that | 
pirated. | do feel a little guilty about it 
| have to admit, but nothing [like] the 
way most of you think | should feel. 

If you drive, you have broken the 
law to a more costly extreme every 
time you reach a stop sign [/ have 
no idea what that means. -ed). It 
ain't stealing like piracy, but it’s still 
illegal and an aberration of the law 
[sic]. Computer games cost $50- 
$100 on an average, correct? 
Driving violations start at $100. 

And now to the software compa- 
nies: Stop making games on 3.5” 
[disks]. CDs can’t be pirated. 

All of you have broken the law 
whether it be drinking under age, dri- 
ving violations, cutting work, skipping 
: school, etc. | would sympathize more 
: ~ with this issue but not when it’s cur- 
: able. It's now the software compa- 
nies’ fault, sticking with the 3.5” 
[disks] rather than the pirates dodg- 
ing a $50-100 expensive price tag. 

Adam Enright 
Campbell, CA 
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somewhere on Dwango. 


On-Line Games 


This is my first attempt at writing a 
letter to you so | will use the tried- 
and-true number method [Is that 
anything like the tried-and-true 
rhythm method? -ed]. Before | start 
numbering, however, | would just like 
to say that | think that your maga- 
zine is the best one out there, and | 
look forward to getting it each 


month. | also love the gameDISC. | 
believe that it is a great way to let 
people test out games before they 
go out and buy them. 

1. My first question is about on-line 
multi-player gaming on Dwango. 
How much does it cost, how do you 
get on it and what games work with 
it? | am extremely interested in this 
because | would much rather play 
against people with all different play- 


ing styles than a computer. 
2. My second comment deals with 
piracy. | am only 14 and | have only 
had my computer for about five 
months. When you are only 14, it’s 
pretty much impossible to have a 
Steady job to get money for buying 
games, operating systems, etc. |, 
however, manage to get all the 
games | want without pirating soft- 
ware. Why can’t a software pirate 
who has a job and earns money buy 
their own games? | know that | don’t 
have to worry about taxes and other 
expenses, but on average, | earn 
less than $30 per month. 
3. My third question deals with 
Windows 95. In your opinion, is it 
wise to buy Win95 now or should | 
wait until 1996? As | said earlier, | 
don’t have much money, so $100 is 
sort of a stretch for me. 
4. My final question is about Rise of 
the Triad. What were the ratings 
given to it? | have not been getting 
your magazine for very long, so | 
think Triad’s ratings were in an issue 
before | stared [reading CGR]. 
Miles Kelly 
Georgetown, TX 
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ee Not only is Rise of the Triad a pretty entertaining action romp, you can often find someone to play against 


The Benefits 
of Shareware 


Great job on the new look of the 
magazine! Every month | can hardly 
wait to get the next issue. I’d like to 
comment on Windows 95. My dad 
bought it only two days after it was 


Danger runs 
@ hot and cold! 


= a 


A| driven enemies 
and friends 


On Asteroid IF-1, you are their final hope. 

Your only weapons: ICE & FIRE. Search the complex 
web of icy mazes for clues...unlock the mystery 
that lies within...and blast this planet back to life! 


Developed in Moscow by the creators of “Tetris,” 


ICE & FIRE is a real-time journey that’s more than hot. More 
than cool. It’s the next logical step in 3D action adventure! 
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The next generation in 3D gaming! 


Don'rGweUrTue Sar: 
The world’s great Men-of-War sail 
again ... and you're in command! 


tep aboard Avalon Hill’s new Wooden = 
Ships & Iron Men and take command of » 
the mightiest American, British, French 
and Spanish warships deployed during the 
American Revolution and Napoleonic Eras. 


Outmaneuver your opponent and rake him with 
your long guns and carronades. Then close the range, 
grapple your ship to the enemy’s and capture him by 
boarding action. 


Lead Admiral Nelson’s fleet into battle at Trafalgar in 
his beloved Victory. Take on the Serapis with John 
Paul Jones’ Bonhomime Richard. Choose from 17 
historical ship-to-ship and fleet scenarios or Design 
Your Own! Also included is “The Campaign Game” 
which tests your mettle and tactical acumen in 
realistic naval engagements that shaped a glorious 
new country. 


Awash with naval drama and suspense, 

Wooden Ships & Iron Men can be played solitaire, 
“hot-seated” with a friend on the same computer, or 
play via E-mail against an opponent oceans away. 
And when you take command, just remember. .. 


Don't Give Up the Ship! 


Wooden Ships & Iron Men (Order No. 4070959) runs 4 
on IBM PC CD-ROM and compatible systems and =~ 
can be sighted at leading computer game stores: 
Babbages, Best Buy, CompUSA, Computer City, 

Egghead, Electronics Boutique, Fry’s, Micro Center, 
Software Etc., Walden’s Software, and independent 


retailers worldwide, or call 
1-800-999-3222. Ask for dept. CGR12. 


Ss 
Ite: 
; weer 


Experience 3-dimensional action. Check the status of your hull, guns, 
sails and crew. 


The Avalon Hill Game Company wy 
DIVISION OF MONARCH AVALON. INC #517 Harford Road, Baltimore, MD 21214 © 1-800-999-3222 » 410-254-9200 STANLEY 


ASSOCIATES 


released and | was excited to see it. 
ve had it almost a month and after 
discovering many features of this 
OS, | have discovered several bugs 
to work out. Even considering this, | 
think it’s far better than DOS for 
games. | can’t see why anyone 
would bash it for that. 

| want to get a new joystick. My 
Kraft Thunderstick is getting worn 
out after many hours of TIE Fighter 
and Terminal Velocity (| finished TIE 
Fighter less than a week after | got 
it!). | have been looking at Logitech's 
Wingman Extreme, but | got really 
excited when | saw Microsoft's. 
Sidewinder 3D Pro. How much does 
the Sidewinder cost? Which one 
should | get? Please answer these 
questions. 

Finally, I’m going to talk about 
shareware. I’ve been playing share- 
ware games since Duke Nuk’em 
came out and | think it’s a great way 
to sell software. I’m glad games like 
3D Realms’ Duke Nuk’em 3D and 
Apogee’s Xenophage will be 
released as shareware. They booth 
look very cool. 

Barry Schanz 
Langdon, ND 
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than that, and if you don’t have 
MechWarrior 2, the Sidewinder/ 
MechWarrior package Is pretty hard 
to pass up. 

| agree on shareware, too. For one 
thing, shareware negates all of the 
major arguments of software piracy 
since it gives you a chance to check 
the game out before any money 
changes hands. All it costs you is 
the time it takes to download. 


Sharing Non- 
Shareware 

First off let me say that | find your 
magazine most enjoyable, well-writ- ° 
ten and informative. After reading 
your September issue’s Postage 
Due | felt the need to write and 
express my point of view. | must 
confess, | don’t subscribe to your 
magazine. And why | don't | will 
explain later. And no, | don’t steal 
your magazine. | buy my copies from 
the local party store. The only edi- 
tions that | have read so far are the 
August and September, 1995 issues. 
So please, do not think that | am one 
of those who continually writes in to 
bother the editor. | seldom, if ever, 
write to anyone that | do not know 


Duke Nuk’em 3D will be available as a shareware product, giving you a 
chance to test it out before you spend any money on it. 


SINCE THE RELEASE OF 
Windows 95, | have been continually 
impressed with the software. It 
makes a lot of things easier to do, 
and for a hardware idiot like myself, 
it makes getting my system to work 
a lot easier. | appreciate that. 
Regarding joysticks, it’s hard for 
me to say which you should buy, 
because | don’t know what kind of 
joystick you prefer. Personally, | like 
smaller sticks. (1 played both X-Wing 
and TIE Fighter with the CH 
Products Mach 1, which is about 4” 
square and has a stick about 3” 
long.) That being said, | think the 
Sidewinder is the most impressive 
non-programmable joystick I’ve ever 
seen. Its retail cost is about S60, 
which means you can find it cheaper 


on a first-name basis—just ask my 
student loan officer about that. After 
reading your September issue, | felt 
it was necessary for me to cast a 
view that | am sure you will not find 
appealing in any way. 

In regard to “A Disgruntled Reply,” 
| also agree that pirating software is 
an act of thievery. And | also agree 
that for every act of piracy there is a 
loss of revenue. But another seldom, 
if ever, heard of act of thievery is the 
act of selling something that may not 
be acceptable to the consumer, with 
no avenue for refunding if the con- 
sumer is not satisfied. | understand 
why this is not possible from the 
stores’ point of view. The probability 
that someone would purchase and 
then copy the product is much high- 


Trace. Research. Analyze. Exterminate. That’s what T.R.A.X. 
means, and that’s what you'll be doing in the scariest, most 
mind-blowing interactive game ever to invade a CD-ROM. 
You'll control T.R.A.X. veteran Officers Graves and Walken. 
Your mission: stop the demons, solve the case and try to 
keep the officers from entering their 
graves prematurely. With full-screen, 
full-motion video action and some 
hot new high-tech tools, Terror 
T.R.A.X. is one disc you'll never 
forget. Look for it at your local 
retailer or call 1-800-262-9791. 


3 Prong Plug 

go Sherman Turnpike 
Danbury, CT 06816 4 
Internet: http://www.3prongplug.com HEESaEm 
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er than my odds of winning the Ohio 
Lottery. And | know that this has 
been brought up before, but why 
can’t the companies write the games 
so that they can only be played from 
the CD? It would prevent the piracy 
that seems to be so prevalent. 

Once again, | must confess that | 
have, on several occasions, 
acquired “pirated” software, for the 
sole intent of reviewing prior to pur- 
chasing. | do not make it standard 
operating procedure to steal soft- 
ware—far from it. But | do intend to 
spend my hard-earned money wise- 
ly. A case in point: 

Last month | was given a copy of 
the game Doom. | loaded it, played 
it, disliked it and deleted it from my 
system. My philosophy is “why keep 
things if they won't be used?” | know 
you probably think that | am some 
kind of freak for not enjoying the 
endless graphic displays of carnage 
that appear to be the saving grace of 
Doom, but | don’t. For that reason | 
am glad | was given the opportunity 
to preview the game. | would have 
been extremely upset if | had wasted 
the $45 or $50 that the computer 
stores in my area ask for this game. 
| am not sure how things operate 
near you, but here in Toledo, if you 
buy it and open it, it is yours forever. 
No refunds, only exchanges for the 
same item allowed. On the shinier 
side of the coin, | also had been 
given a copy of Microsoft's Space 
Simulator. | enjoyed it and pur- 
chased it the following day for $40. | 
also deleted the copied disks that 
had been given to me. As | said 
before, why keep something if you 
never use it. 

Now you are probably thinking, 
“Hey, if all you wanted to do was 
preview a game, then why not just 
read CGR?” I'll tell you why—my 
tastes in games vary from your 
tastes in games. | am not knocking 
you or your tastes, it’s just that | 
don't like some of the games you do. 
And to be honest, | don’t trust your 
reviews. | don’t know if the games 
you review are purchased, like | 
would have to do or if they are made 
available to you by other means. But 
| do ready CGR as well as many 
other computer gaming magazines. | 
base my purchasing judgments on 
the amount of information that all of 
the magazines provide me. The final 
test, if | am lucky enough, is the 
opportunity to actually test the game 
for myself, either by receiving a copy 
of the game or playing the game on 


someone else’s system. If | like it, | 
buy it. If | don’t, | won't. 

Please don’t think too badly of 
me—| would hate to lose sleep over 
it. But do take into consideration that 
not all of us are capable of forking 
over the small fortunes that are 
asked for these games. Most of us 
are honest people who are just look- 
ing for a break. And don’t try to 
explain to me that the cost of the 
game is that high because of devel- 
opment, marketing and the like. | am 
not stupid, the companies that make 
these games wouldn't create them if 
the mark-up wasn’t high enough to 
make them a few million dollars per 
edition. | do not steal from software 
companies, | only deprive them of 
the ability to steal from me. But if 
they do manage to create something 
| enjoy, and they sometimes do, | will 
buy it after | have carefully sought 
out the best deal there is. 

Now about subscribing to your 
magazine, | think I'll wait another 
issue or two before | make my deci- 
sion. Until we meet again, best wish- 
es and happy gaming. Thank you for 
allowing me to express my point of 
view. 

A. J. Vaughn 
Toledo, OH 


THERE ARE COMPANIES 
that offer a full refund if you aren't 
satisfied with the software. 
Additionally, as games get bigger 
and bigger, some retail outlets are 
easing up on their return policy. 

You're right about the idea of 
requiring the CD to be in the drive 
for the game to run. It makes sense 
from the point of view of the software 
companies and if you are using the 
game legitimately, it’s no hassle for 
the consumer. 

For the record, the games we 
review in about 99.9% of the cases 
are sent to us by the respective 
manufacturers. So, no, we don’t go 
out and buy software for review. I’m 
a little curious about your comment 
that you don’t trust our reviews, 
though. The reviews in CGR are no 
more and no less than what you said 
about Doom. It’s just the opinions of 
the reviewers. | don’t edit them for 
content and | don’t change their 
numerical scores. Anyone can dis- 
agree with any or all of them, which 
is fine by us. 

We do take price into considera- 
tion, though. And price is very impor- 
tant because factors like develop- 
ment do cost a lot of money. 
Whatever you might think, that is a 
part of the reason that prices are 
high. Yes, companies do make 
money off these games, but if the 
costs on the development end 


werent as high as they are, the 
prices of the software would be 
cheaper. Origin is spending an esti- 
mated $10 million on Wing 
Commander IV. It's pretty tough to 
make that back selling the game for 
$30. 

As far as your practice of borrow- 
ing games is concerned, it’s hard to 
find fault with the idea, as long as 
you never, ever keep a pirated copy 
of software lying around. However, 
you are. still breaking the letter of the 
law. It would be a much better prac- 
tice to try it out on a friend’s system 
or, if you borrow it, to make sure 
your friend takes it off his or her hard 
drive. Otherwise, whether you delete 
it or not, you're still committing an 
act of piracy. 


Shovelware 


| thank you for your reply to my 
letter. Unfortunately, | must disagree 
with you on some points. Not all CD 
versions have better sound, graphics 
and added play. | have heard that 
the CD version of the original X-Com 
was exactly same as the disk ver- 
sion, right down to the code protec- 
tion. | have also seem many games 
that are a little older placed on CD 
just because it looks better 
(Privateer, Seal Team, etc.). A friend 
has told me that putting a game on 
CD does not cost very much, and | 
believe him—otherwise, why put 
games on a CD that will more than 
likely just sit on the shelf of a store? 

About the game pricing being too 
low, | Know lots of people that try to 
only buy games with low prices, me 
being one of them. It’s not the price 
that | play, it’s the game! Funny 
enough, though, after a half a year 
to a year, the prices drop anyway. 
SO you are saying if the game was 
good when it came out with a price 
raging [sic], then it would be over- 
looked and placed in the bargain box 
after a while just because it had a 


low price tag on it? | like good 
games at low prices, but | don’t think 
| should have to wait a year to afford 
it. 
| am sorry for having written that 
the letter | was referring to was an 
article. Thank you for reminding me, 
| had forgotten that this was Postage 
Due. 
The Wonderers 
Middle of NoWhere, NW 


SHOVELWARE IS ONE OF 
those parts of the computer gaming 
market that | really dislike. When the 
CD-ROM boom was starting, it didn’t 
bother me that much, because it val- 
idated the reason people had CD- 
ROM drives and often, the CD ver- 
sions of games would come out with 
lower price points than the disk- 
based versions. Fortunately, this is a 
dying problem, because more and 
more, the CD version is the only ver- 
sion of a game. There just isn’t much 
of a market for disk-based games 
anymore, SO people aren't bothering 
with them. However, | was frustrated 
time and again when | loaded-up a 
CD version of a game and found 
that the copy protection was still in 
place. X-Com is a good example. 
Regarding prices, sure prices 
drop. A great game a couple of 
years ago isn't always a great game 
today. It's the same reason that 
every car dealer in the world has 
special clearance prices on older 
models when the new models come 
in. You aren't going to pay the same 
price for a ‘95 model as you would 
for a ‘96 model. When a game has 
been around for six months, there is 
always something newer, faster, 
prettier, shinier and better to play, so 
older games cost less. For instance, 
| would have payed full price for X- 
Wing when it came out. These days, 
| would buy it (if | didn’t have it) 
because it’s a great game, but | 
wouldn't pay as much for it because 
there are other games out there. 


aes, A game like X-Wing, which was worth every penny at full price, has 


aged well, but it has aged nonetheless. Would you still want to pay $50 
for this game? Probably not. 
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HE'S our vo PROVE He's INNOCENT oF MURDER. 
AND HE’LE KILL ANYONE THAY GEYS IN THE WAY. 


Full Throttle’ scorches the screen lie an exhaust pipe on an exposed leg. 
You're Ben ~ deserted, left for dead and framed for murder, You'll do anything to 
clear your name. Like running big rigs off the road at 100 mph. Aad if a few 
butt-ugly bikers get the crap hicked out of them in the process, hey, that’s life. 
It’s big bad pikes, big bad gangs in a big had world. It’s Full Yhrottle. 
Where the courtroom is the street, and the judge is a tire iron. 


Available now for 1M PC CO-ROM. Coming soon for Mac CO-ROM. 


Full Throttle” and ©1994 LucasArts Entertainment Company, All Rights Reserved. Used Under Authorization. 
The Lucasfrts logo is a registered trademark of LucasArts Entertainment Company. 


“WARCRAFT 2’ 
The battle bet- 
ween the evil 
orcs and the 
noble humans 
rages on. With 
powerful new 
allies, terrifying 
new creatures 
and ingenious 
new weaponry, 
the struggle for 
the domination of 
Azeroth continues 
over land, sea 
andair. CD $46 


‘ADVANCED 
CIVILIZATION’ 
You start at the 
dawn of history 
and lead your 
society through 
the mists of time 
to the age of the 
civilized state 
(8000 B.C. to 
250 B.C.) Up to 
8 players can 
play on line 
using simulta- 
neous move- 
ment. CD $34 


‘FORMULA T2 
DRIVING CON- 
TROLS’ New 
Ford Mustang 
style steering 
wheel with a 
padded soft rub- 
ber grip, im- 
proved _ shifter 
with increased 
travel for a more 
realistic feel, real 
gas and brake 
pedals on an 
improved _ floor 
base! $108 


‘EMPIRE 2: THE 
ART OF WAR’ 
Become fully 
immersed in the 
mechanics and 
principles of war. 
You'll be con- 
sumed by the 
scenarios and 
the comprehen- 
sive game editor. 
Deal with weath- 
er, fatigue and 
low morale just 
like a real gen- 
eral! CD $34 


‘INDY CAR 
RACING 2’ 
This new, offi- 
cially licensed 
racing simula- 
tion will be the 
most realistic 
Indy Car simu- 
lator ever 
developed for 
the microcom- 
puter. Features 
innovative, 
real time, 3D 


texture mapped 
scenery! CD $48 


“WITCHAVEN’ 
Deep within 
the volcanic pit 
of the Island of 
Char lies the 
mystical lair of 
Witchaven. 
There, witches 
older than time 
itself cast a 
shadow of evil 
spells that 
shroud your 
people in never- 
ending = dark- 
ness. CD$46 


Batter Up 


$52 
CH F-16 Combat Stk $58 
CH F-16 Fighter Stk $75 
CH F-16 Flight Stk $36 
CH Pedals $41 


CH Pro Pedals $74 
CH Pro Throttle $75 
CH Throttle $60 
CH Trackball Pro $75 
CH Virtual Pilot Pro $69 
Gravis Eliminator $19 
Gravis Firebird $58 
Joyswitch $38 
Logitech Wing Ext $45 
Mitsumi 4 Speed $215 
NEC Multispin 6xi $479 


Notebook Gameport $42 
PC Virtual Golf Club $119 
Plextor 4 Plex 4xi $329 
Reel Magic Upgrade$ 159 


ShareVision 300 $649 
Snd Blistr32 IDE $179 
SB 3Xi Omni $299 


Spaceball Avenger $112 
Suncom F15 Eagle $119 
Suncom F15 Hawk $39 
Suncom F15 Raptor $50 
TM Driving System $108 
TM F16 TQSystem $108 
TM FLC System $108 
TM Game Card $25 
TM Weapon System $89 
TM XL Action Control $24 
Total Control Vrtl Ctrl $29 
VFX 1 Vrtl Headgear $949 


Vivid 3D Pro $105 
7th Guest 2 $16 
Across the Rhine $16 
Bioforge $17 
Dark Sun 2 $12 
Dungeon Master2 $16 
Full Throttle $16 
Jagged Alliance $16 
Legend Kyrandia3 $16 
Mechwarrior 2 $16 
Phantasmagoria $16 
Ravenloft 2 $12 
Space Quest 6 $16 
Star Trail $16 
Stonekeep $16 


Wing Cmnadr Armada $12 


4x Frenzy $48 
Crusader $48 
Doom 2 $43 
Duke Nukem 3D $35 
Hexen $49 
Magic Carpet 2 $44 
Maximum Roadkill $42 
Space Hulk 2 $40 


Star Trek: Generatns $41 


Tek War $46 
Ultimate Doom $31 
Warhammer 40K $44 
XS $37 
3D Ultra Pinball $40 
Corpse Killer $35 
Dragons Lair 2 $39 
Hive $44 
Monster Island $44 


Monty Python’s Waste$48 


Mortal Kombat 3 $47 
Pinball Illusions $29 
Pinball Worlds $35 
Rebel Assault 2 $48 
WWF Arcade $45 
Alien Legacy $36 
Anvil of Dawn $34 
Betrayal atAntara $48 
Cyber Space $38 
CyberJudas $32 
Death Keep $42 
Druid $44 
Dungeon Master2 $37 
Elder Scrolls 2 $48 
Hunters of Ralk $48 


Kingdoms:Far Reach $40 


Knights of Xentar $34 
Lands of Lore 2 $46 
Lords of Midnight $48 
Realms Arkania3 $46 


Star Trek: Dp Spce 9 $41 
Star Trk TNG:F Unity $46 


Stonekeep $50 
Stronghold $19 
Sprhero: Hoboken $34 
Terracide $48 
Thunderscape $44 
Ultima 9 $52 
Vampire Masqrade $48 


10th Planet $44 
7th Guest 2: 11th Hr $53 


Alien Alliance $48 
Aliens $44 
BrainDead 13 $38 
Buccaneers $48 
Burn Cycle $34 
Cadillacs & Dino’s $28 
Creation $52 
Cyberia 2 $48 
Cybermage $44 
Dark Forces $47 
Darkseed 2 $42 
Dust $40 
Fade to Black $47 
Fighting Fantasy $40 
Frankenstein $46 


Freelancer 2120 $41 


Full Throttle $46 
G-Nome $43 
Gabriel Knight 2 $48 
Gender Wars $38 
Harvester $46 
Heart of Darkness $55 


No Mouth/Mst Cream$44 


Ice & Fire $47 
Indestructibles $44 
Jagged Alliance $46 


Joumeyman Project 2$55 
King’s Quest 7 $49 
King’s Ransom $32 
Lawnmower Man2 $44 
Loadstar $44 
Lost Files Sherlock 2 $44 


Lost in Town $44 
Mission Critical $34 
Night Trap $48 
Pandora Device $54 
Police Quest 5 $48 
Prisoner of Ice $42 
Riddle Master Lu $49 
Ripper $49 
Scroll $38 
Secrets of Stargate $28 
Shannara $34 
Simon Sorcerer2 $37 
Space Quest 6 $45 
Spawn $37 


Star Trek: Judge Rite $15 
Star Trek: Academy $46 
Terra Nova $41 
The Dig $48 
Under a Killng Moon $29 
Wetlands $29 


A-10 Attack $42 
A10 2:Silent Hunter $48 
AH 64D Longbow $48 
Absolute Zero $42 
Aces of the Deep 2 $48 
Across Desert 1941 $48 
Across the Rhine $46 
Air Warrior 2 $34 
Airpower $35 
Apache $45 
Army Air Corps:1942 $48 
Battlecruiser 3000 $48 
Chaos Control $34 
Chopper Strike $48 
Dark Ride $49 
Dawn Patrol 2 $42 
Descent 2.0 $46 
Destruction Derby $36 
EarthSiege 2 $48 
F-16 Fightg Falcon $44 
FA 18 Hornet $54 
Falcon 4.0 $49 
Fighter Duel Pro2 $33 
Fighting Falcon $47 
Flying Tigers $42 
Jet Fighter 3 $41 
Jet Ski Rage $39 
Last Dynasty $48 
M1 Tank Platoon2 $48 
Mechwarrior 2 $46 
Metal Lords $34 


MetalTech:EarthSiege $45 
MS Flight Sim 5.1 $48 
MS F Sim Fight Shop $38 
MS Space Sim 1.0 $44 


Need for Speed $47 
Net Racer $44 
Silent Hunter $46 
Slip Stream 5000 $35 


Super Tank Cmmandr $40 


Terminal Velocity $29 
aie. $36 
Tie Fighter $29 
Top Gun $44 
Tower $42 
Trophy Bass $48 
U-Boat 2 $36 
Warhawk $43 


Wing Commander 4 $51 
Wing Cmnadr Armada $15 


Wipe Out $37 
World Circuit 2 $41 
X-Wing Collector’s $46 
Zone Raiders $41 


1830:RR & Robbers $34 
Allegiance $34 
Ascendancy $44 
Awful Green Thing $35 
Black Beard $34 
Breach 3 $40 
Caesar 2 $47 
Capitolism $42 
C:E.0 $44 
Celtic Tales $34 
Civilization $25 
Colonization $19 


Cnquered Kingdom 2$38 
Conquerer A. D. 1086$37 
Conquest of Nw Wrld$46 
Corporate Colonies $35 


Deadline $38 
Dungeon Keeper $48 
Empire Builder $39 
Exploration $40 
Escalation $35 
Fantasy Fiefdom $48 
Grandest Fleet $29 
HercForce $48 
High Seas Trader $41 
Lemmings 3D $31 


Lemming Paintball $31 
Lost Admiral 2 

Machiavelli Prince 
Master of Antares $41 


Master of Magic $25 
Master of Orion $25 
Millenia $42 
Operatn Crusader $39 
FTO? $34 
Pax Imperia 2 $46 
Perfect General2 $38 


Romance 3 Kingdom 4 $39 


Sim Ant $19 
Sim City 2000 $29 
Sim Earth $19 
Simlsle $35 
SimTower $33 
Space Bucks $40 
Space Miner $36 
Star Control 3 $46 
Transport Tycoon $24 


Warcraft:Orcs/Hmans$39 
Warhammer Fntsy $44 
Warlords 2 Deluxe $41 
Wden Ship&lron Men$39 
X-Com: Tactical $41 
X-Com:Terror of Deep $39 
X-Com:UFO Defense $25 


3-Decathlon $42 
APBA Baseball $37 
Barkley:Shut Up/Jam $42 
Blood Bowl $29 
ESPN 2 Ext Games $34 
ESPN Hockey $44 
Euro Golf $44 
FIFA Int'l Soccer ‘96 $40 
Front Page BsB ‘96 $48 
Front Page FB Pro‘96$48 


Gone Fishn’ $42 
Hardball 5 $40 
Int'l Tennis Open $44 


J Nicklaus at Muirfield $40 
Links Pentium $49 
Links Pro 386 $17 
Maddem Football ‘96 $40 
NBA Jam Tournament $44 


NBA Live 96 $40 
NFL Coach Club $29 
NCAA Football $44 
NHL Hockey 96 $40 
Nick Price Golf $45 
PBA Bowling $44 


Troy Aikman Football $45 


Winter Sports $28 
Beat The House $33 
Bridge Deluxe 2 $29 


Bridge Master Champ $39 
Caesar’s Gambing $37 
Card Player Paradise$29 
Casino Deluxe $24 
Chessmaster 5000 $44 
Dragon Dice $44 
Game Wizard Pro $32 
Hoyle’s Card Games $40 
Hyper 3D Pinball $38 
Incredible Machine 3 $46 


Jeopardy $29 
Knight Moves $24 
Locksmith $29 


Magic the Gatherng $41 


Mega Maze $28 
Monopoly $40 
Ms. Metaverse $32 
Paparazzi $42 
Solitaire Journey 2. $35 


The Infinity Machine $39 


USCF Chess $40 
Virtual Pool $40 
Virtual Vegas 2 $24 


Spend the specified amount on 
any in stock software and choose 
a free IBM game from the corre- 
sponding list below. Request 
must be made at time of order. 

SPEND $60 
Airborne Ranger 5.25, Captain 
Blood 3.5, Conquered Kngdoms 
Scen 1 3.5, Gunship 5.25, 
Mercenaries 5.25, Net Cruiser 
CD, SDI 5.25 

SPEND $100 
A.T.P. 3.5, Challenge of 5 Realms 
3.5, DRAGON Force 3.5/5.25, Dr. 
Floyd’s Desktop Toys 3.5, ESPN 
Sports Shorts CD, Flight Sim 
Toolkit 3.5, The Horde 3.5, 


MacArthur's War 3.5, 
Megafortress 3.5, Megatraveller 
Zhodani 5.25, Precision 


Approach 3.5, Railroad Tycoon 
3.5, Return of the Phantom 3.5, 
Storm Across Europe 5.25 


SPEND $160 
Alone in the Dark 3.5, Battles of 
Destiny 3.5, Blood Bowl CD, F15 
Strike Eagle 2 3.5, Rules of 
Engagement 5.25, Sail Simulator 
3.5, Silent Service 2 3.5, Simon 
the Sorcerer 3.5, Star Trek 
Judgement Rites 3.5, Total 
Control Virtual Controller, Ultima 
Underworld 2 3.5, Walls of Rome 
3.5, Worlds at War 3.5/5.25 

SPEND $200 
Complete UMS 3.5, Harpoon 
Classic CD or WINCD, Falcon 
3.0 3.5, Harpoon 2 3.5, Jutland 
CD, Links Pro 386 CD, Maxx 
Control Flight Stick, Under a 
Killing Moon CD, Universal 
Neverlock 3.5, V Victory: Market 
Garden 3.5 


7th Fleet $39 
Allied General $42 
Btlground Gettysburg $42 
Btlground: Ardennes $42 
Beyond Squad Leadr $45 
Big 3 $24 
CincPac: Midway $39 
D-Day:America Invade$39 


Fantasy General $42 
Gene Wars $44 
Great Naval Battles 4$44 
Harpoon 3 $39 
lron Cross 2 $39 
Last Blitzkrieg $41 
Panzer General $39 
Perfect General 2 $38 
Sid Meir’s Civil War $58 
Steel Panthers $39 
Third Reich $34 
This Means War $42 
USS Ticonderoga $33 
Victory at Sea $42 
World War 2:39-45 $40 
War College $36 
Wargame Construct 3 $42 
7th Guest 2 $52 
Battle Sport $52 
Blade Force $52 
BrainDead 13 $52 
Creature Shock $52 
Ddalus Encounter $64 
Deadly Skies $52 
Doom $52 
Foes of Ali $52 
Lost Vikings 2 $46 
NHL Hockey ‘96 $52 
Phoenix 3 $52 
Police Nauts $52 
Rock & Roll Racing $48 
Shock Wave 2 $52 
Star Fighter $52 
7th Guest $52 
Burn Cycle $46 
Creature Shock $44 
Crime Patrol $44 
Dragon's Lair 2 $44 


Kingdom: Far Reach $44 
Space Ace $52 


OVERNIGHT SHIPPING in US $4 per order. Mail to Canada, PR, HI, AK, APO, FPO $4 per order. Worldwide airmail $6 per item. Handling $2 per shipment. Hardware orders may require addi- 
tional shipping charges.Visa, MC and Discover accepted. Checks held 4 weeks. Money orders under $200 same as cash. COD $8. Defectives replaced with same product. Most items shipped 
same day. Shipping times may vary. Price/availability may change. All sales final. Call for details. 


© 1995 CHIPS & BITS, INC. 
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E SUBSCRIBE AND GEY THE gamebIs¢: 


CGR keeps you up-to-date with the latest 
computer entertainment software news in the 
industry. For only $36.95, you'll get 12 big issues, 
complete with the gameDISC, delivered right to 
your door! 
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Allow 6 to 8 weeks for delivery of the first issue. Enclose US funds only. Canada & Mexico add $12 per year. International Rates $100 per year. 
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SHE rUSION NO wi 


FUSION features the most complete Interactiv 
Media coverage - from console and computer 
games to Virtual Reality to movies and music. 
Read about the future of interactive entertain- 
ment now. Subscribe today and recieve 12 issues 
for only $23.95! 


name 
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MIGET 12 EXPLOSIVE ISSUES FOR ONLY $23.95! 
FOR CREDIT CARD SERVICE, CALL 1.800.846.8503 


® Allow 6 to 8 weeks for delivery of the first issue. Enclose US funds only. Canada & Mexico add $12 per year. International Rates $100 per year. FUS 1 
SRE — 


GLY UNDERGROUND AND SAVE 


Lost on the ‘net? Looking for new sites to 
discover? Internet Underground is your guide to 
Cyberspace. Plus: packed with each issue is the 
WEB GUIDE, Listing hundreds of reviewed sites. 

Subscribe today for only $23.9 and have 12 
Gynamic issues delivered to your door! 
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13 HORNET ATIAULT sAT SIMULATOR =| 
Adi DNIREEE SEO DION BH EAED OE fee 


The real thrill of flying today’s most advanced aircraft is in the 
incredible avionics and weapon systems. Black Knight BREE 


lig 


simulation technology give 


3D stereo sound from real F/A-18s ras excitement 
novel scoring system rates your skill — : 
over 50 complete combat missions you can fly in any © 
order, plus unlimited free flight 


Black Knight allows you to experience a level of realism only 
possible with the assistance of the U.S. Marines. Immerse 
yourself in the latest advances in simulator 

technology for your PC. 


riame Out 


n 11th hour 

disagree- 

ment and 

general dis- 

harmony 
has led to the two devel- 
opers of the on-line 
mega-flight simulation 
Confirmed Kill to part 
company and it’s a good 
thing they don’t have 
real jet fighters. 

CGR first became 
aware of this falling out 
when Robert Salinas, 
vice-president of 
Interactive Creations, 
Inc., of Dallas, TX, e- 
mailed us claiming our 
October feature “If It 
Flies It Dies” had—in 
their words—”misinfor- 
mation.” We immediately 
contacted Mr. Salinas 
who explained that they 
were the sole creators 
and developers of 
Confirmed Kill and that 


Domark had no hand in ae. This Is a picture of the ICI team downloaded from their internet web page. From left to right they are: John MacQueen, 


the on-line service’s cre- Dale Addink and Robert Salinas. Is there truth to their allegations? 
ation. Mr. Salinas said the 
only connection Domark had was that abruptly served Domark notice of intent dreds of hours working with ICI during 
they supplied the graphics engine. Mr. to cancel their contract on September the Confirmed Kill beta test program. 
Salinas said they could not get Domark 15, 1995. The official statement from “Lessons learned, Domark Software 
to respond to their concerns and thus Walker was e-mailed to us and reads in has been busy completely revamping 
terminated their contract with Domark its entirety: “Domark Software the Confirmed Kill concept they began 
on September 22, 1995. He said ICI now adamantly disagrees with ICI’s asser- developing over a year ago. Confirmed 
: plans to continue forward with tions regarding [CK] and are frankly Kill will be refitted with Domark’s new 
: - Confirmed Kill as their product and mystified that ICI’s complaints weren’t 65,000 color high-speed graphics engine 
: they will use GSC’s F-18 Hornet graph- presented to Domark prior to ICI’s ter- and are teaming with heavy-hitters 
:. ics engine instead of Domark’s engine. mination of their involvement with from within the defense simulation 
CGR also contacted Domark and Confirmed Kill. Bryan Walker, industry for military-grade flight model- 
Bryan Walker responded with their Simulations Producer at Domark was ing and communications code. 
side. Walker says indeed their associa- particularly saddened at this turn of Negotiations with a number of on-line 
tion with ICI has ended and that ICI events having personally invested hun- services for the rights for the on-line 
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eee Our initial indication that there was a prob- 


lem between ICI and came from this e-mail. 


version of Confirmed Kill are currently 
underway, with a major announcement 
expected soon.” 

As part of the entanglements result- 
ing from the partnership dissolution, 
the trademark “Confirmed Kill” has 
been dragged into contention with 
Domark asserting they have “CK” and 
“Confirmed Kill” trademarked and had 
it trademarked several months ago as a 
matter of normal operating procedure, 
especially in light of the fact that 
Domark had begun the Confirmed Kill 
concept over a year ago with plans to 
make it a boxed game. Domark con- 
tends that ICI is using the trademark 


Domark’s engine. 


without permission. Walker says their 
attorneys have filed a cease and desist 
order against ICI to prohibit ICI from 
using “CK” or “Confirmed Kill.” 

ICI’s Robert Salinas responds to the 
infringement allegation by saying that 
they will continue to believe the name 
is theirs. He says, “We don’t want them 
to use the name.” By the same token 
Salinas is quick to add, “We don’t want 


ae This is the first look at ICi’s new Hornet engine. ICI says they 


were not happy with Domark’s artwork and are confident sim 
fans will like their new Hornet engine graphics better than 


to get into a big fight about it. I’d 
rather change the name.” 

Walker says the allegation that nei- 
ther he or Domark had anything to do 
with the development of CK was 
ridiculous. He said that Domark has 
already invested some $50,000 dollars 
worth of manhours in designing over 
700 3D objects for the game with 
megabytes of additional artwork. 
Walker also says he personally has 
invested hundreds of hours of personal 
unpaid time to CK and he takes 
umbrage at the ICI suggestion that he 
had made no contributions to CK’s 
development. 

Salinas says that Domark did help 
ICI some, but now are “...claiming a 
lot more credit than they really did.” 

So, just what is the future of 
Confirmed Kill? Walker says Domark 
will continue forward with the project, 
but it will not be debuting in 
December as planned. Walker says he 
doesn’t know for sure when CK will be 
up and flying. When pressed, Walker 
says “when it’s right.” He says that he 
and Domark have been concerned with 
the ICI code development and believes 
CK needs a lot of fix-up work. Walker 
says Dale Addink’s [ICI’s lead pro- 
grammer] algorithms are good, but it 
doesn’t “hit” because ICI did not hire 
professional programmers to imple- 
ment the code. ICI retorts that they 
were unsatisfied with Domark’s art- 
work and Domark refused 
to make changes as sug- 
gested by ICI. 

As far as the new 
Domark CK engine, 
Walker says they do have 
the communication code 
needed for the game and 
are talking with the same 
company who designed the 
simulation network for the 
U.S. military. Walker says 
this company’s flight mod- 
eling is so perfect that 
even each propeller blade 
on each airplane is indi- 
vidually modeled. 

Salinas says ICI’s 
Confirmed Kill intends on 
having paying customers 
by the end of the year and 
that it will look better and 
play better with GSC’s 
Hornet 2.0 engine. 

Bryan Walker does say 
that he is disappointed with this turn 
of events and that he doesn’t know 
why ICI didn’t present their com- 
plaints to Domark before taking such 
drastic measures. Robert Salinas says 
they did talk with Domark and that 
ICI was ignored. Bob McCarthy, ICI 
CEO, in a written statement provided 
to CGR says, “For them [Domark] to 
be surprised by the dissolution is a 


just bit disingenuous in my opinion.” 

Part of the problem in this issue was 
ICI felt that Domark was not ade- 
quately giving ICI credit as developers 
and were stealing all of the glory. 
Walker says this is not true and that 
ICI proved difficult to work with in 
obtaining press coverage. Walker con- 
tinues that ICI would not cooperate in 
participating in magazine interviews 
and they at the 11th hour backed out 
of a recent television interview caus- 
ing a PR nightmare with the television 
network. McCarthy writes, “Our con- 
tacts with the members of the media 
do not support this position. We were 
not even mentioned by Domark accord- 
ing to feedback given Robert Salinas 
during his recent visit to magazines on 
the west coast. 

It does seem the dissolution of the 
Domark/ICI partnership has been dis- 
solving for some period of time. 
McCarthy writes, “Domark made the 
founders of ICI a buyout offer last 
spring. It was not accepted as ICI 


s This is a Domark CK graphic downloaded 


from ICI’s web page. ICI says their CK no 
longer has the Domark engine and the new 
Hornet test beta engine should be in place 
by the time you read this. 


wanted to retain its independence. In 
a way this was the beginning of the 
end. Within a month or so the articles 
regarding CK mentioned Domark only. 
Bryan Walker appeared to be taking 
credit for designing the game. To what 
end I still do not understand.” 

ICI does state they would rather 
their problems with Domark would be 
resolved privately, but, “...we are pre- 
pared to defend our company and our 
reputations if we are forced to do so. 
At the present time we are allowing 
our attorneys to communicate with 
counsel for Domark in an effort to 
amicably resolve outstanding contract 
issues.” 

This situation is deja vu for CGR. 
We wrote about the growing issue of 
who gets credit for a game in our 
August 1995 feature Cyberscribes. 
Domark/ICI maybe the first indication 
of a growing industry issue. 


- Steven Greenlee 
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AFTER FOUR YEARS IN THE MAKING, 
oe A BUDGET OF OVER FIVE MILLION | 
AND THE TALENTS OF MORE THAN TWO HUNDRED INDIVIDUALS... 
THE ADVENTURE, THE FANTASY AND - 


THE MAGIC IS AT HAND. - 


ON NOVEMBER 8, 1995 


- .. THE EXPERIENCE BEGINS. . 


Step into the mystery of Stonekeep and begin a 
quest through dark corridors, treacherous sewers 
and subterranean realms of fairies, magic and the 
living dead. You'll discover a world where darkness 
reigns and where you become part of an in-depth 
storyline that unfolds at your command. Defeat evil, 
reclaim your immortal soul and experience e the 
adventure that is Stonekeep. 


It’s an epic experience more powerful and realistic 
that anything you've imagined. Using innovative 
new technology, Stonekeep draws you into its dark 
reaches so completely you'll 
forget it’s just a game. Your 
hands will wield weapons of 
metal and magic. You'll battle 
disembodied foes, rescue 
your allies from evil, liberate 
a massive dragon from 
bondage and discover an 
experience more realistic 
than anything you've ever imagined. 


Full-screen graphics let you feel 
the full intensity of your quest. 


An epic production more than four 
years in the making, Stonekeep comes 
in a very special, limited-edition 
tombstone box with a hologram cover. 
It also includes the first chapter in the 
Stonekeep saga - Thera Awakening, a 
hard-bound novella, by Steve Jackson 
and David Pulver. 


“By Gamers. For Gamers.” is 
a | * Interplay’s slogan and Stonekeep is 
Hollywood special effects, heart-pounding music and the kind of game we've always wanted 
3-D effects will draw you into this epic adventure. to play. It looks fantastic, sounds great 
and tells a really good story. It’s 
saiiaieiaiones sre ie: one of those games you'll stay 
Farli (ooks Pe sup playing until three in the 
trustworthy. a HE: £ = — morning on a work night. 
le seems te A eh af iS! Basically, it’s just a whole lot of 
vigntty Saeeretor—= fun... and to us, that’s what 
games are all about. 


ae Bd ste 
are medi tay, 


An intelligent journal keeps track of characters 
encountered and clues you’ve heard and 
automatically maps your travels. BY GAMERS, FOR GAMERS.™ 


ACTUAL IBM 
SCREENSHOTS SHOWN. 
17922 Fitch Avenue, Irvine, CA 92714 
©1995 Interplay Productions. Stonekéep is a trademark of interplay Productions. 
All Rights Reserved. SSP 1 
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Rock on, Johnny 
w€F,..Richie 


The latest icon to enter the CD-ROM fray is 
Bon Jovi guitarist Richie Sambora. Johnny 
Bazookatone, a cartoon CD-ROM game that should 
be available in January, will feature a some music 
from Sambora, including the song “Mr. Sambo.” 

Johnny Bazookatone will have a musical slant 
beyond the Sambora music. Players take the role of 
the title character, a 21st century musician who has 
had his guitar stolen by Mr. Diablo, a devil who wants 
to make his own music. Discovering that he has no 
talent, Diablo proceeds to kidnap some of the great- 
est musicians around to make music for him. 
Bazookatone’s job is to get back his guitar and free 
his friends. 

Johnny Bazookatone will be released by U.S. Gold 
in late December or early January. No projected price 
on the game is available yet. The product should be 
compatible with Windows 95. 


Sone types for the projects it plans in the future. The general philosophy of the company 


create a team tailored for each project, and when 
the project is finished, disband the team and move 
to the next project (sort of an Alan Parson's 
Project for other media). 

While Mainbrain looks to conduct each project 
with the same sort of style and terminology as a 
computer software developer, the main thrust of 
the company is going to be leaning toward the 
specialty of Ulm and Mason: comic books. Says 
Ulm, “Comic books are an American art form, sim- 
ilar to movies, but with rules and conventions all 
their own. Our goal is to take the comic book form 
and apply it to new entertainment platforms. It 
doesn’t matter if it's a CD-ROM, a movie or a 
video game. It’s the content that matters.” Expect 
to see the content of Mainbrain’s collective grey 
matter in the months ahead. 


So Ulm and Mason have had experience 


developing hot properties like Malibu’s Rune. 


Now Their Slogan 
Makes Sense 


On the topic of credit cards, Visa has long been telling the American public that their card is 
“Everywhere You Want to Be.” Visa just took another major step in making that statement true 
with the announcement that Visa International Inc. along with Microsoft will work with Naperville, 
IL-based Spyglass Inc. to create the first widespread credit card shopping network on the World 
Wide Web. 

While this may not at first seem like a big deal, Spyglass is claiming a major victory. Other 
companies, Mountain View, CA-based Netscape Communications, for instance, have 
announced similar ideas to that of Spyglass. However, this is the first time that a major credit 
card company has agreed to cover losses if the software fails. 

Visa decided to join with Spyglass and Microsoft because, say company officials, the credit 
card giant is confidant that the software encryption being developed will be unbreakable. “The 
guarantee by Visa is a major factor that says we will succeed,” says Spyglass’ chief of business 
development Andrew Parker. 

Creating such an unbreakable encryption program will absolutely essential for the idea of safe 
transactions on the Web. Without such assurances, no person could be sure of keeping person- 
al items like credit card numbers safe from would-be thieves. Netscape has already experienced 
this problem, admitting recently that the software it had designed for this sort of transaction had 
recently been broken by hackers at the University of California at Berkley. However, the company 
Claims that this problem has been fixed by a rewrite of the software. This problem may be one of the rea- 
sons that Netscape has yet to announce a deal with a financial institution that would cover potential loss- 
es. Such a deal is expected in the near future. 

Spyglass hopes that its software will be in wide use by mid-September of next year. This software will 
allow Visa to guarantee credit card payments made from on-line purchases in exactly the same manner 
as it does when a person uses a credit card at a store. The software will allow the user to easily enter the 
basic information about their credit card. While it should be simple for the user to input such information 
into the system, the reality of the software is that the sort of transaction that is taking place here requires 
an amazing amount of security. Visa executive Richard Lonegran says, “Millions...expect security and 
protection whenever they use or accept a Visa Card—and we want to make sure that’s the case, whether 
they're using it at point-of-sale or on the Internet.” 


: eas Johnny Bazookatone (top ) and his nemesis, 


Mr. Diablo. 
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~oeeeeerreeetrreeme You’ve heard about defensive driving. 


Forget it. This is offensive driving. If someone gets in 


your way, take them out with a 


on in Som 
: so ee 


= burst of machine gun fire. And if 


that doesn’t work, a Sidewinder 


- Realistic 3-D driving created by simulation 


missile could be more persuasive. Welcome to the world of : 
engineers 


Zone Raiders. And you thought your commute was tough. ET SIS AOE ONCE CS 


— Network play 
— Available on PC CD-ROM 


— Check out Zone Raiders contest information 
on http://www.vie.com 


How's my driving? | One part Ferrari. 


Bee ea es | Apparently, nuclear bombs 
wine 1 aa Dial 1-800-Eat Lead. a 5 parts Sherman tank. 


| cause mutations in cars, too. 


INTERACTIVE 
entertainment 


Zone Raiders™ & ©1995 Virgin Interactive Entertainment, Inc. All rights reserved. Portions copyright 1995 Image Space Incorporated. All rights reserved. Virgin is a registered trademark of Virgin Enterprises, Ltd. 


Drive-By On-Line 


Almost anyone who has played a strategy : 
board game or a pen-and-paper RPG willhave = 
heard of Steve Jackson Games. A noted game = 
designer, Jackson has recently signed a deal . 
with Deerfield, IL-based VictorMaxx : 
Technologies to bring Jackson’s Car Wars title = 
to various interactive entertainment systems. : 

The first goal is to create a Battletech Center- : 
style location where players can strap into high- : 
tech armed automobiles and try to kill each ° 
other. VictorMaxx, best known for the compa- + 
ny’s line of virtual reality headgear will be work- 
ing on all phases of the development. In addition < 
to the location-based centers, VictorMaxx and = 
SJG will be developing an on-line game anda? 
one-player PC game. : 


The game, which is tentatively titled Autoduel, It should come as no surprise that with the release of Microsoft's Windows 95, the company 
could be open to the general public in the nas posted record revenues for its most recent marten Revenues | — this quarter were a stagger- 
Chicago area as early as the summer of 1996. ng $2.1 ncrease of 62 percent over the corresponding quarter of ¢ 1 year ago. 

These centers, called Autoduel Arenas, will be \dditionall share rose 78,-an increase of 53 percent. This is ihe first fiscal quar- 
the first phase of this project. The on-line ver- Microsoft. This quarter ended on | Sept ember 30. 
sion of the game is slated for around this time Microsoft is more than pleased with the initial consumer reaction to the new operating system. 


next year, with the home version for the PC not The estimation in mid-October was that over 7 million sane of the software had either been sold 
scheduled until some time in 1997. or had shipped pre-installed on new computer: hased by end-users. Additionally, so g to 


It is presumed that each version of the game Microsoft's senior vice president of the Personal Systems Division, Brad goin th “Over 90 pe 
will allow the player to have some control over cent of customers a 1 and said they would 1 buy it [Winds ] again...With the i her urge of 
the basic design of the vehicle he or she is dri- product support call: ind us, the average wait time for a call j iad than 30 ae 


ving, including the various weapons attached to Windows 95 was simultaneously released in elg ht languages on August 24. In addition to the 

the chassis. With the accessibility of cars and English version, German, French, Swedish, Italian, Norwegi: an, eater and Portuguese were made 
the futuristic theme, Autoduel could give Vail ight n languages have been a dded tot that list, and the Japanese version of the soft- — 
Battletech a run for its money. ware will soon be at 


IT’S JUST WRONG 


Last year, the Academy of Interactive Arts and | And on the topic of PC game of the year, let’s take a 
™_ €=—s« Sciences enchanted dozens with its TBS broadcast of an run through the nominations. First, we have Wing 
~ awards show for interactive media. At this time, a lot of Commander Ill up for this award—that’s a good call. 


awards were handed out to people, some of whom Next, we have Descent—another good call. Third, we see 
_ deserved the awards they got and some of whom had no __ King’s Quest Vil—a nice game, but game of the year 

right to be nominated in the first place. Not to be out- material? Finally, we have Tony LaRussa Baseball 3, 
done by itself, the group is now planning a second big which really shouldn’t be up for game of the year in pref- 
shindig that looks to be about as well planned as the erence of about two dozen other titles. Again, it’s a nice 
first debacle. game, but game of the year? Hardly. What about 

Before we start in on the nominations, it should first NASCAR? What about Panzer General? What about Dark 
be noted that these awards, while from ’95, are actually Forces? And, since all of the awards last year went to 
concerning games released from about September, 1994 Doom, what about Doom II? 
to about June, 1995. That makes as much sense as the Those of us who work in this industry, who take it 
nominations themselves. seriously enough that we spend late nights working at 

Is there anyone besides us who finds it kinda strange making others’ lives more fun want to know just what 
that in a “year” when X-Com: Terror from the Deep and the heck is going on here. We as an industry and you as 
Panzer General were released that 7th Level’s Monty a consumer in this industry are not going to be taken 
Python product is nominated for Strategy Game of the seriously until and unless we start acting intelligently in 
Year? Does anyone else find it strange that NASCAR our own right. The fact that this awards show is still 
Racing wasn’t brought up for best sports game, let alone _looking for a network to show it at the time of this writ- 
best game of the year and that no EA Sports title was ing is indicative of that. This is not only terribly wrong, 
nominated for computer sports game of the year? it’s very sad for all of us. 
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THE CGR BREAKDOWN 


Give in to your urge to shoot rent-a- 
cop security guards in Origin’s 
Crusader: No Remorse. 
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| Play God with the 
lives of millions of 
hapless critters as 
you reach for the 
stars in Millennia: 
Altered Destinies. 
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The numbers along the side of each review indicate how each reviewer 
feels the game rates in each of the five different areas. While each of 
these factors is important in determining the reviewer’s final score for the 
game in question, these scores are in no way intended to necessarily 
average out to that reviewer’s overall score. The overall average score for 
each game is the average of the three overall scores from the reviewers. 


THE CGR REVIEWERS 


Games that average 90 or above receive the CGR Golden Triad award. 
A game that averages 95 or above receives the Platinum Triad. PC games 
. are reviewed on Myoda 386 and 486 PCs and a Falcon Northwest 
Pentium 90 using a variety of sound cards and controllers. Macintosh 
games are played on a Quadra 800. CD-ROM titles are played with dou- 
ble- and quadruple-speed drives. 
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Frank 

Frank enters his fifth issue as a reviewer wishing he had 
more time to play Command & Conquer from last 
month. He’s debating what to do now that the weather 
has taken a turn for the worse and riding his motorcycle 
is going to prove to be more and more of a problem. 
Between that and the beginnings of the plans for his 
upcoming wedding (more on that in months to come), 
he’s been pretty busy both in and out of the office. The 
marriage, which is still many months away, has still 
managed to increase Frank’s amount of nervous activi- 
ty, something we didn’t think was possible. 
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Ted 


Ted enters his 26th issue as a reviewer knowing that 
next month, he'll have reviewed games in half of the 
issues CGR has published. He’s wishing he had more 
time in general; in the specific he'd like to be able to 
spend a couple more weeks with Millennia: Altered 
Destinies. He'll just have to wait until this deadline is fin- 
ished to do that. With all of the game playing and the 
maintaining of the office systems, it’s a wonder that Ted 
has any time to sleep (must be when we aren't looking). 
He’s decided to go on a quest for a really well-written 
PC game manual. 


Tasos 


Tasos enters his final issue as a reviewer wishing that 
he could find a job where he did nothing but play racing 
simulations all day. Still, with his new position as a pro- 
grammer in charge of our gameDISC, he'll find plenty of 
time to work in going over the demo games that come 
on the CD each month. We haven't seen a lot of Tasos 
around the office these days, since he’s been getting 
into the swing of his new position, and when he’s been 
in the CGR offices, he’s had his nose plastered against 
a monitor finishing up his reviews. He’s pleased that I'll 
never get another chance to write a bio of him here. 


The most 

radical game 

on the PC is about to 
kick your butt! It's 

Arcade America, the only — 
CD-ROM game that truly separates the tough 
guys from the mondo weenies. Get One! (now) 

. Satisfaction Guaranteed’ 


ee 
7th LEVEL. 
Rn ae 


Visit your retailer for a free demo or download the Arcade America promo from the Web (www. 7thlevel.com) in AOL, MSN, 
CompuServe or Prodigy use SEVENTH. For more information or to place an order, call 1-800-884-8863, ext. 127. 


= ‘BEST sa2s 1s ST 
— BUY COMP 2S". COMPUTER) Ud softwareG@p 


“60-day money back guarantee. ©1995 7th Level, Inc. 7th Level is a registered trademark and Arcade America is a trademark of 7th Level, Inc. All rights reserved. 


Steel Panthers 


Distributed by: 
Mindscape 

88 Rowland Way 
Novato, CA 94945 
Phone [415] 897-9900 
Fax (415) 897-2747 


Developed hy: 
Gary Grigshy 


Has SSI 

managed 
to put out 
the best 


Requirements: 
486/33, SMB RAM, SVGA, 
DOS 5.0, 2xCD-ROM 


Recommended: 
486/50 or greater 


Controller: 
Mouse or Keyboard 


Number of Players: 
1:2 Players : aaa fe 
AO> JA Infantry Sad + ae 
Available for: Saat ce eat is =S: 6 pies Sek 4 
“NE SEEN: z a is oe aaa SS 
PC and compatibles 


Street Price: 
$54.99 


wargame 
in the 


world? 


“_..we Shall fight on the beaches, we shall fight on the landing grounds, we shall fight in the fields 
and in the streets, we shall fight in the hills; we shall never surrender.” -Winston Churchill 


The Good: You can make those damn Nazis run for cover, again! The Bad: The computer Nazis will likely kick your butt. The Final 
Wore: Gary Grigsby is back, and this time he’s out for blood! 
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jungles and 
islands of the 
Pacific. The 
sun and sand 
of the North African desert. These 
are your battle arenas. These are 
where you must make the deci- 
sions that will send young men to 


alone are responsible for the 
choices that will earn you victo- 
ries and promotions or defeats and 
demotions. Can you stand up to 
the intense pressures that will fall 
across your increasingly burdened 
shoulders and come out on top? 
Steel Panthers is the latest in 


wargamers everywhere: 
Gary Grigsby. This is an 
unusual product for ; 
Grigsby, featuring graph- 
ics and action unlike 
anything he has worked 
on in the past. His past 
efforts have included 
projects like War in 
Russia and Pacific War. 
These have featured 
graphics akin to most 
board wargames. Steel Panthers, 
on the other hand, features much 
more realistic graphics, which 
adds to the inherent value of any 
wargame associated with Grigsby. 
Steel Panthers covers the 
major fronts of World War II from 
1939 to 1945. There are 62 pre- 
constructed scenarios to choose 
from; 42 in Europe and North 


Traveling in formation is 
dangerous in open terrain. 


The fields their deaths. You alone have com- SSI’s stable of ee 
and rivers of mand of the forces that will com- wargames, developed by ; 
Europe. The pete in these global battles; you the man known to 


Pi | 


Choose from a plethora of WWII battle sce- 
narios in the European & Pacific theaters. 


Africa, and the balance in the 
Pacific theatre. The final scenario 
in the European theatre is not his- 
torical; instead, it supposes that 
the Axis powers have won the war 
and now are battling it out 
between themselves for domina- 
tion of the globe. Six historical 
European campaigns, from Poland 
in 1939 to the Battle of the Bulge 
in 1944, are yours to accept or 
decline. There is only one histori- 
cal Pacific campaign, in which the 
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If the Axis powers had managed to win the war, and for 
awhile there it looked as though they might actually succeed, 
the world would be a very different place. The question 
remains, though: In a war fought between Germany and 
Japan following the culmination of World War II, would the 
world end up saluting a fllhrer or bowing to an emperor? 

Steel Panthers investigates what might have happened by 
providing a scenario that takes into account the new weapons 
of war being developed by both sides near the end of the war. 
The Nazis were working on a new tank, the Panther F, that 
combined stronger armor than its predecessor with an 88mm 
main gun. Although it would not have the same armor strength 
as, Say, the King Tiger, it would have been speedy in compari- 
son, with a greater shot strength and range. The Japanese, 
who had more than a little trouble making a tank that would withstand the rig- 


Japanese attempt to wrest control of the 
Philippines in 1941. Each theatre also has a 
random 

campaign generator that groups together at 
least 20 scenarios. As an added bonus, there is 
also a what-if campaign that attempts to detail 
Patton’s plan to instigate World War III 
between Allied and Russian forces after the fall 
of Berlin. 

Instead of controlling entire divisions or 
regiments, you command single vehicles and 
squads of troops in a turn-based environment. 
From infantry, calvary and motorcycles, these 
“units” have individual leaders attached to 
them, enabling them to rally their men when 
the going gets tough. You control the action on 
the battlefield from a direct overhead view that 
allows you to zoom close-up in full SVGA 
detail. Experience the intensity of warfare as 
you watch tanks explode and buildings burn. 
Steel Panthers features more than 200 tanks, 
120 different types of weapons and over a 
dozen unique infantry squads. A Unit 
Encyclopedia is also available to describe in 
full detail any of the 200 tanks and aircraft of 
the Allies and Axis powers. 

Once you’ ve selected to play one of the 
multiple campaigns, you’ll be able to define 
several attributes involved with the battlefield, 
such as the experience level of your units and 
their automatic method of transportation. You 
can also deploy your units yourself before the 
game begins, or let the computer deploy them 
for you. From the Deploy Menu, you can 
deploy your formations, cycle through units, 
mount or dismount infantry or artillery units 
from vehicles and display each unit’s visibility 
or LOS (Line of Sight). The Bombardment 
Menu is where hexes can be targeted for 
artillery or aircraft HE (High Explosive) or 
smoke bombardments. Active formation lead- 
ers with LOS of the enemy, radio in the enemy 
hex location for artillery or air strike attacks. 
You can also build minefields and place 
Dragon’s Teeth if you’ ve purchased mines 
and/or anti-tank obstacles. 

The Orders phase is where the majority of 
game play will take place. From the Orders 
Menu you will select enemy target hexes and 
attack them with a variety of long-range and 
direct fire. You can also target a specific hex 
with a specific unit (such as an engineer 
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that they are about equally matched. 
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A side-by-side comparison of the Panther F (left) with the Type 5 Chi-Ri (right) shows 


ors of battle, would have the Type 5 Chi-Ri, a tank of the same armor strength 
as the Type 3 Chi-Nu, but with a longer range, higher power 90mm gun. 


infantry) to use flame throwers to ignite grass, 
trees and buildings on fire, or blow-up bridges 
and buildings with satchel charges. Smoke 
charges may be fired at targeted hexes to 
impede the visibility range of the enemy. Units 
can also be rallied from the Orders Menu in 
order to reduce suppression. 

The HQ Menu provides you with the names 
of all of your formation leaders, lists of all of 
your formations and a status abbreviation for 
each unit. Way-points are determined from the 
HQ menu, allowing you plot a course and let 
the computer automatically move your units 
along the way-points you created. The Options 
Menu lets you personalize your individual 
units’ names, as well as the name of each units’ 
leader. You can toggle the command control of 
your units by turning off the CHQ (Command 


The differing types of terrain, from jungle 
to desert to woods to tundra, can have a 
profound effect on how successful your 
warmaking strategies will be. Use the 
terrain wisely. 


Call in the air strikes to take out those hard-to-get-at enemy fortifications. In some cases, the 
enemy may be prepared with anti-aircraft capabilities to put a hamper on your plans. 


oS The weapons encyclopedia is nice, but 


incomplete. 


Headquarters) so that any unit can radio in for 
artillery support. Sound effects, music, game 
animations, the battlefield hex grid and the 
movement radius of active units can be turned 
on or off from the Options Menu as well. 

During play, a Unit Information Screen can 
be displayed by right-clicking on an active unit. 
This screen will list statistics, including the 
unit’s name, movement status and available 
movement points, CHQ Link status, weapon 
type(s) with their range and current status, 
experience level and morale, damage report 
and armor condition and the description of 
equipment carried (if any). The unit’s experi- 
ence level measures a unit’s performance histo- 
ry. Units with greater experience levels are less 
susceptible to suppression, hit with. greater 
accuracy and assault tanks better at close range. 
Morale levels also influence how well a unit 
performs. If a unit has been damaged, the Unit 
Information Screen will indicate how many 
battle points it will cost to repair that unit. 

The leader’s name and rank is listed along 
with his ability levels. The leader’s Rally score 
indicates how well he can rally units; his 
Infantry and Armor ratings indicate his perfor- 
mance when directing the fire of infantry and 
armored units respectively; and his Artillery 
rating score indicates his accuracy in targeting 
off-map or indirect artillery bombardments. 


Once you’ ve completed a scenario or battle 
in a campaign game, an End Game Summary 
screen will appear, displaying the losses of 
both you and the enemy, and the number of 
Battle Points earned. Promotions and awards to 
unit leaders, and marginal and decisive victo- 
ries are also listed. If you’re playing a cam- 
paign game, the End Game Summary screen 
will show your campaign score and the units 
you can repair, upgrade and purchase. 

A Battle Generator is featured in Steel 
Panthers that allows you to select your own 
equipment and create your own battles. You 
can choose the month and year, as well as the 
type and size of the battle you wish to play. 
There are 18 different forces to represent or 
fight against, including U.S. Army, U.S. 
Marines, England, France, Germany, Greece, 
Italy, Russia, Japan, Poland, Belgium, 
Netherlands, China, Hungary, Rumania, 
Finland, Norway and Yugoslavia. 

Battle scenarios can be created from the 
ground up with the Custom Scenario Builder. 
You select the terrain, equipment, troop types 
and their placements, the number of turns you 
want the battle to last, whether to play against 
the computer or a friend and the difficulty set- 
ting for both players. The Map Editor Menu 
provides you with the tools to create the terrain 


Eg Actual WWII film footage accompanies the 


scenario and campaign descriptions. 
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ae Scenario editing can be fun! Play ‘em all! 


Trade ‘em with your friends! 


for your battle. From swamps and jungles, to 
hills and beaches, you design the landscape. 
Buildings, roads, rivers and streams and other 
landscape features can be placed wherever you 
want them. 

Once you’ ve designed your battle terrain, 
or selected a pre-existing map, you’ll be able to 
choose from four types of battle missions: 
Advance, Meeting Engagement, Assault or 
Delay/Defend. In the Advance mission, your 
troops must break through enemy territory and 
capture objectives without artillery support. In 
the Meeting Engagement mission, you and the 
enemy begin on opposite sides of the battlefield 
and compete for the Victory Objectives which 
are located in the center of the battlefield. In 
the Assault mission, your troops are supported 
by artillery and aircraft, and must attack a line 
of enemy-defended objectives. Enemy mines 
and obstacles are deployed throughout the bat- 
tlefield to hinder your success. In the 
Delay/Defend mission, you must prevent the 
enemy from capturing a series of Victory 
Objectives for as long as you can, then retreat. 
You'll also be allowed to purchase mines and 
obstacles while on the defensive. 

So, if you feel like you’re worthy of com- 
peting with the likes of Rommel and Patton, 
pick up a copy of Steel Panthers. Then climb 
into your rolling tin can and go. 
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| was beginning to wonder if anyone was 
ever going to produce a powerful war 
strategy simulation game that featured 
superior graphics. Steel Panthers is just 
that; a versatile war engine that utilizes 
SVGA graphics that look like what they 
actually are instead of war room symbol 
blocks. | also appreciated the digitized 
sound effects and war-mood music. The 
numerous historic WWII scenarios were 
comprehensively described and included 
FMV film footage of actual combat. The 
game interface was self-explanatory and 
a pleasure to use, providing effective 
contro! without being overcomplicated. 
You can also create just about ay WWII 


the attention if wargame ee, 


WWII wargames come and go, but Steel 
Panthers is one you'll be playing for a 
long time to come. Although there are 
some minor flaws (units have a tendency 
to panic and retreat a little too quickly; 
the scenario editor is not quite all it 
should be; the weapons encyclopedia 
isn’t complete), the game as a whole is 
quite a piece of work. You're definitely 
getting your money’s worth here, what 
with 42 separate scenarios, from foot- 
note scraps to all-time greats. There’s 
even a what-if scenario to cover the 
Japanese vs. the Nazis battling it out for 
world domination. The campaigns are 
standard stuff eae the random 


i cme: 


Playability 
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of 20 r scenarios 
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pieces. |; , complete 
with aco at lets you 


at when the 
mouse is positioned over something. 


lf you like war games that let you jump 
right in and start playing, this is a good 
one. Normally I’m not in favor of icon- 
based interfaces, but SSI did it right with 
theirs. The icons are clearly rendered 
and intuitive. And if there is any doubt, a 
pass over with the mouse will give the 
necessary description. You can also call 
up detailed information about troops 
from the game screen itself as a trans- 
parent overlay will fill the screen. 
Although Steel Panthers is a turn-based 
game, the way it plays gives you the 
feeling of a real-time simulation. Since 
you can advance your troops, fire some 
shots and pen advance er some 


You don't wee a computer for that. 
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your COMPUTER 


AS SM ART 
AS US. 


IF you’ RE LIKE, “DAMMIT, MY 
COMPUTER'S NOT KiCKING 
ENOUGH BUTT AGAIN\” PLAY OUR — 
GAME. IT’S SPOSED TO BE 

“A CD-ROM ADVENTURE GAME” 
OR SOMETHING. BUT iT’S REALLY 
JUST ME AND BEAViS BEING COOL. 
AND, LiKE, iT’§ NOT iN SPACE OR 
WHATEVER. IT’S JUST A NORMAL 
DAY--YOU KNOW, LIKE DRIVING A 
TANK AND BUSTING OUT OF JAIL AND 
STUFF. THOUGH I GUESS THERE iS 
SPACE, iF YOU COUNT oui § BRAIN, 
HUH HUH HUH, 


° COOL MiNi-GAMES _-* CO-STARRING - @ VOICES BY e ALL NEW * ORIGINAL 


AND MUSIC VIDEOS TODD, BuzzcuT, _ MIKE JUDGE, ANIMATION FROM DIALOGUE by 
INCLUDING GWAR, VAN DRIESSEN, = THE VOICEOF == MTV ANIMATION SHOW WRITERS 
SAUSAGE AND MCVICKER | BEAVIS AND | STUDIOS. SAM JOHNSON 8 
PRIMUS. AND MORE! BUTT-HEAD. CHRIS MARCIL. 


NO WUSSY RACE-GARS FOR Us. & a _ WE'RE KICKIN’ iT WiTH OUR GOOD Ve, LIKE, SHOW OFF OUR NATURAL Like T THEY SAY iN THAT Ozzv Nove ae 
ONLY COOL VEHICLES, ===———sFRRIENDS. THEN WE'LL BE THEIR ACTING TALENT. HUH HUH, TALENT. “THERE'S NO PLAGE LIKE HOME.” ae 


THANK YOU. SLAVES. ae Pie: UNLESS IT SUCKS. py 


FOR MORE iNFORMATION, CALL 1+ 800- 467-2537 


© 1995 Viacom International Inc. “MTV: Music Television,” “Beavis and Butthead” and alt ianicanes 


FLY IN THE FACE OF DANGER. 


Wind gusting. Clouds building. 

You set the conditions, then you conquer them. 
New Microsoft® Flight Simulator™ 5.1 on CD. 
You choose the cities and airports, 

now more than 200 airports worldwide. 

Cities and places so detailed you can 

Spot the landmarks and rattle their windows. 
Buzz airport towers from Guantanamo Bay to 
Auckland, New Zealand. 

Circle the pyramids. 

Fly barrel rolls over the Taj Mahal. 

Try a zero-visibility landing between 

the mountains at Geneva International. 


Mi 
icrosoft 
| WHERE DO YOU WANT 10 GO TODAY?" 


FLY IN THE FACE OF DEATH. 


Try stunts you wouldnt dave ein Peal 11te. 

Set the weather so you Cam Ti¥ Cuban os 

around a fog-shrouded GOtGen Gate Bridge, 

and then land in 40 mph QUStS at SFO. 

Fly Lindbergh's path from New York to Paris, sing only 
your instruments to plot your way, @SinG@ fWerves Of steel 
to handle the bone-jarring turbulence, 

With Microsoft Flight Simulator 57a) yeaietite 

flight equations and models let you find 

out what it’s like to actually fly, 

to fly in the most frightening real-life conditions. 


FLY IN THE FACE OF THE FAA. 


Fly patterns that would get you arrested. 
Test your flight skills with 20 new gameplay scenarios. Land on the USS Nimitz. 
Slalom between buildings on Park Avenue, the Champs Elysées, North Michigan Avenue. 


Land a plane in the Los Angeles Coliseum. Touch down at some of the world's 

most difficult airports on days you would never get clearance to land. 

Your ability to customize weather patterns, choose airports, and fly above 3D clouds and scenery 
that changes with the time of day and time of year makes flying as realistic as possible. 

Get new Microsoft Flight Simulator 5.1. It's as close to reality as you want to get. 


For cool information on computer flight simulation, try out the Flight Simulation Forum on Compuserve (“GO FSFORUM”).© 1995 Microsoft Corporation. All rights reserved. 
Microsoft is a registered trademark and Where do you want to go today? is a trademark of Microsoft Corporation. Flight Simulator is a trademark of Bruce A. Artwick. 
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The : Mindscape 
* 88 Rowland Way 
second ° Novato, CA 94945 
an > Phone (415) 897-9900 
addition to =? Faxtais1897-2747 
SSI’s : Cyberlore Studios 
World of s eec cana ekk 
ree Win3.1 or Win95, 2xCDD 
series. : Pentium 
. Mouse or Keyboard 
One Player 
Average Score PC and Macintosh 
33 : $39.99 
Solid story, solid plot. 
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Available on CD-ROM 


ae You’d never guess that this village had a serious insect problem. Just look at all the unburied 


corpses lying around. The future of Phoros’s insect control management lies in your hands. 


might find it interesting, but it will not quell the desire for a good RPG. 


THE GAME 
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Return to SSI’s World of Aden with Entomorph: Plague of the Darkfall. 
In this fantasy role-playing adventure game, you play the role of Squire 
Warrick, a young fistfighter in his quest to find his long-lost sister along 
the southern coast of Aden. Once thought to be secluded from the mon- 
strosities that plagued Aden’s mainland caused by the Darkfall, the island 
of Phoros is now frequently attacked with swarms of giant mutant insects. 
Having been abandoned on the shores of Phoros, you must contend with 


i 
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Originality 


Playability 


Frank 


Entomorph is the first adventure role- 
playing game from SSI I’ve played, and 
quite honestly, | found it to be much 
more playable than SSI’s Thunderscape. 
Navigating my character and interacting 
with the environment was easily accom- 
plished via point-and-click interface, and 
dialogue boxes would conveniently 
appear with multiple phrases foncommu- 
nicating with other characters. The story 
line was easy to follow and the puzzles 
were Clever, although the solutions were 
sometimes Obvious. | Was also 


| impressed with the detail of the SVGA 


graphics and animations: One very 
minor complaint; the small install option 
will not allow the music to be heard dur- 
ing the cinematic sequences. 
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Originality 
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Playability 
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Ted 


Less a role-playing game than an adven- 
ture game, Entomorph has its successes 
and failures. It succeeds in the basics: It 
has a good story and an intriguing plot. It 
fails on at least one of the technical 
issues that make a good game. You'll 
spend a majority of your time simply 
walking around. This is somewhat, miti- 
gated by respawning enemies, which 
helps keep you from getting bored, but 
eventually even they don’t generate any 
more than a yawn. The biggest issue 
here, though, is that those who expect to 
play an RPG will be-disappointed. | very 
much enjoyed SSI’s Dark Sun games, 
simply because they were true RPGs, 
and Entomorph only makes me wonder 
when SSI will come back to the fold. 


SSI would have you believe that this is an RPG. It isn't. 
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Originality 


I 


Piayability 


94 


Role-playing fans 


these oversized arthropods and put an end to the terror that torments the 
frightened villagers and locate your missing sister. During your search 
you will chat with the locals, cast powerful spells, solve mind-boggling 
puzzles and fight off the living dead and pesky mosquitoes with your spe- 
cialized boxing skills while avoiding sinister traps. Entomorph features 
high-resolution SVGA graphics, digitized sound and an original CD-qual- 
ity soundtrack. A Macintosh version will be available in November. 


Tasos 


The most striking feature of Entomorph 
is its very sharp and vibrant graphics. 
The world is full of detail, and it makes 
you eager to explore it. You might soon 
feel disappointed, however. As much 
detail as there seems to be on the sur- 
face, there is not much in the game itself. 
The interface was a little awkward when 
| found myself not,being able to.get com- 
fortable with the keyboard or the mouse 
or both, Using the mouse to move was 
difficult since the character has no sense 
of pathing. You have to resort to the key- 
board. | don’t mean the character can’t 
find his way from one end of the screen 
to the other, he can’t walk around any- 
thing in front of him. If you can get used 
to it, there is a good story to enjoy. 


And whether 
you're at the 
controls of 
Russia's premier 


And with 
Werewolf” ys. 
Comanche 2.0" 
you don't have 


to. That's attack helicopter 
because with or its fearless 
two killer GD 2 GAMES American counter- 
games in one 2 CDs INSIDE part, the RAH-66 
box and mame Comanche, you'll 
advanced be flying over the 
multiplayer crystal clear 
capabilities reality of Voxel 


Space*” terrains 
and experiencing 
over 100 hair- 
raising missions. 
Missions you have 
never seen before, 
even if you're a 
Comanche vet. 


(Via MOEN 
network oF 
direct CONNECT), 
you can go 
head-to-head) 
team up for’ 
cooperative 
play or fly solo. — VIA MODEM, neq 
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: Werewolf vs. Comanche, Comanche, Comanche 2.0, Voxel Space, Novalogic and the NovaLogic logo are trademarks of NovaLogic, 
Available on PC-CD-ROM lnc. Werewolf is ayegistered trademark of Data East USA, Inc. for video games. ©1995 by NovaLogic, Inc. All rights reserved. 


a x . ' “We = . ‘e % . 


SHPO SHS SHE ATS SESESEEHE THOT OSH SEEEHOOOHTESOO SEE SESESOSS EEE HESOOSES SESE OSE OESES ESET OS ESSESECOEEO EOE SEEEEEEE OSE EESES EEE EEESESEOES 


Itis B 


Wingnuts 
- Distributed by: 
Watch - Rocket Science Games 
. : 139 Townsend Street 
history — = Sanfrancisco, CA 94107 
: Phone (415) 442-5000 
take a - Fax (415) 442-5002 
: Developed by: 
wacky turn : Rocket Science Games 
° : : Requirements: 
in this ° 486/66, SMB RAM, VGA, 
Ww 7 : DOS 5, 2xCD-ROM 
- Recommended: 
shooter.  : S¥6A 
- Controller: 
: Mouse, Keyboard or 
- Joystick 
- Number of Players: 
s One Player 
Average Score : Available for: 
: PC and compatibles 
i Oo : Street Price: 
e $39 99 
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Available on CD-ROM 


LLOON! 


SUM TEMP 


eS You won’t have to worry about flying, just aim the crosshairs on the enemy plane and shoot. Live- 


action video sequences deliver movie-quality special effects and crash scenes. 


The Good: Excellent humorous voice-overs make replaying the game a must. The Bad: After one replay, you'll be finished with the 
game. The Final Word: Entertaining and funny, but perhaps best left for non-gamers. 


THE GAME 
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Its World War I and the Allied forces are in trouble. The loathsome 
Prussians have located and exploited an unprotected airspace over Allied 
territory. Under the command of the infamous Red Baron, the Prussians 
and their enormous Zeppelin airship have sealed off the Allied forces 
from their food and fuel supply depots. With the assistance of his menac- 
ing cohort, Max, the Baron has devised a plan to drop a deadly nerve gas 
bomb over France and bring the Allied forces to their knees. You must 


Frank Ted 


COOP OOOH OHHH TEHOROHEO HOES OO HHAETOH ES OESOH ESOS OSE OHSS ESESES ESET HES ESTE OOOO SOTO ESOS TO OO ESE OHOHEH OH EOE OOOO TOE OO HOODEO EEOS 


put a stop to this ghastly plot by flying a series of dangerous missions 
with your Sopwith Camel and foil the Prussian advance. Wingnuts fea- 
tures digitized, Hollywood-quality live-action film sequences and an easy- 
to-use point-and-shoot game interface. Engage in dogfighting, bombing- 
runs and balloon attack missions. After successfully completing each of 
the six missions, acting scenes are then altered with dubbed-in dialogue 
to create the goofiest mission briefings you’ ve ever heard. 


Tasos 


Wingnuts combines a_ point-and-shoot 
interface with live full-motion video 
sequences to produce a game that plays 
a lot like Rebel Assault but adds a few 
interesting features. The speech tracks 
for the FMV sequences take a humorous 
turn for the second time through the 
game, extending value a bit 


further. fight hilar- 
ious, b old and 
less a mind 
that this Or, SO 
don't e} m any 


direction to go to avoid being shot down. 
Good for short-term self-amusement. 


Here’s a game that I’m somewhat 
ambivalent about recommending. On 
one hand, |’m reluctant to condone one- 
dimensional, mouse-controlled shooters. 
On the other hand, Wingnuts is surpris- 
ingly entertaining. The live-action video 
is certainly pretty, and the actors in the 
Cut- “scenes ham it up enough to lighten 


although the humor sometimes falls flat. 
Entertaining, but without replayability. 
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Interesting. A basic game with a lot of 
tle ie not overtly. The over- 
dubbed dialogue when replaying a level 
is certainly a surprise. At first you might 
think that your CD-ROM drive has lost its 
way and is playing the wrong track. 
When you realize that it is intentional, 

y look lorwald Pp replaying 


Visual phics are 
O faster 

k, and 

Audio won't 
18 level of 
er, the 

Manual or the chal- 


lenge, which can pactiia a , burden in 
harder fights. High entertainment value. 


You are the prosecutor on a shocking murder case. 
some artists die for their art. James Tobin killed... 
or did he? As San Francisco’s D.A., you must prove he 

did, in what has become the most sensational murder case to hit the Bay Area 

in years. Every reluctant witness and shred of evidence is required to paint a 

homicidal portrait as chilling and surreal as one of Tobin’s own paintings. 


Call your first witness, Counselor. Can you prove murder... In The 1st Degree?™ 


Available for Windows® and Macintosh® on CD-ROM at your local retailer. 
Or call Br@derbund Software-Direct at 1-800-521-6263. Refer to code 713. 


In The 1st Degree is a trademark of Broderbund Software, Inc. ©Copyright 1995. All rights reserved. Broderbund is a registered trademark 


of Braderbund Software, Inc. All other company/ product names are trademarks or registered trademarks of their respective holders. 


Someone’s Dead. 
Someone's Lying. 
Can You Prove 


Murder One? 
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1-800-292-3797 
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ENTERTAINMENT IN ITS PUREST FORM 


For more information call 
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ip-syncing- 
it’s weird. 


Me 
Bass 


making-hands- 


cracking-fun 


computer game from SCi... 


90 characters 
105 locations... 


Ime 


d 


shaking-laugh 


the real-t 
weir 


Available on PC CD-ROM from the strangest places 
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Capitalism 
E ‘ - Distributed by: 
Xperlence interactive Magic 
° POBox 13491 
the ° Research Triangle Park 
> NC 27709 
real-life = Phone ais 461-0722 
s Fax (919) 461-0723 
Saga Of pevetoped by: 
Bead : Enlight Software 
USInNeESS : Requirements: 
- 386/33, 4MB RAM, SVGA, 
manage- © DOS 5, 2xCD-ROM 
- Recommended: 
ment. SMB RAM 
: Controfier: 
: Mouse or Keyboard 
: Number of Players: 
: One Player 
Average Score : Available for: 
- . PC and compatibles 
8 7 : Street Price: 
e $59.95 


Available on CD-ROM 


= 
ig = 
Joharmesgund 


That CEO looks familiar, too... 


The control interface provides you with every tool you'll need to get your business up and running. 


The Good: Making money without risking anything. The Bad: Flashbacks to high school economics classes are painful. The Final 


THE GAME 
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Have you ever wondered if you have what it takes to be CEO of your 
very own corporation? Well now you can thanks to Capitalism from 
Interactive Magic. Play your hand at manufacturing, retail, real estate or 
“MegaCorp.” You choose the location and name the product, then plan 
your marketing and business strategies to build your conglomeration. You 
can play from ground zero or play a scenario with game conditions and 
objectives. Just remember to keep a suspicious eye out for the competi- 


Frank 


WOW! From a first glance, learning how 
to play Capitalism will make you want to 
revert back to hunting and gathering or 
reconsider communism. However, once 
you get past the intimidating tutorial and 
formidable 200+ page manual, things 
aren't so bad. | began my department 
store franchise from scratch, and within 


it invoked 
Business- 
Economics 101 classes. A must if you 
enjoy business-intensive strategy-sims. 
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Ted 


Despite having a subject that would 
make most of the people | know cringe, 
Capitalism is actually pretty interesting 
as a game. The tutorial is quite good, 
although you'll need many hours in order 
to become proficient at understanding 
most of the game. There’s a lot to take 
into wee ll need to understand 


Originality 


Playability 


much more than it does. All in all, 
though, you could do a lot worse. 
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tion; they’ Il introduce new products, invest more than you can afford in 
research and development and even attempt to hire your staff away from 
you. If you don’t protect your stock price, they may even attempt a hostile 
takeover. Capitalism features all the components of business manage- 
ment: cash flow, balance sheets, R & D spending, financial markets, etc... 
All levels of interest from rookie to the advanced strategy game player are 
supported, and an instructive multimedia tutorial is provided. 


Tasos 


Talk about going back to school! And for 
an MBA even! This game definitely has a 
few lessons worth of big business man- 
s  Acertent Fortunately, the game doesn’t 
force you to do it alone. I’m not talking 
about the hefty manual that is almost the 
size of a college textbook. There are 
nice tutorials that put the 
| ne and 

) play. If 
» that you 
s), this is 
you quite a 
part of it. 


pretty entertaining. have fun and see if 
you're CEO material. 
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TIME WARNER 
INTERACTIVE 


onGAM™ GENESIO™ 


The N EAR FUTU RE looms ahead on the horizon like a toxic cloud. 
Knowledge is power. Technology is deadly. And the information 
highway is littered with ROADKILL. t's the world of Command é 
Conquer’ the frighteningly realistic new strategy game from the 
creators of Dune™ IJ. Here, your quick thinking is REWAR I EQ with 
victory; your | N I E C | ¢ | ON, death. You will choose your side. Build 
your bases. Gather resources. Attack enemy strongholds. And react 


as if your life depended on it. Because it does. Your WEAP 0 N RY? 


Unlike any you’ve experienced before. Hoards of futuristic fighter 


craft. TH UN 0 E R | N G 50-gigawatt ion cannons. And the terrifying 


minutes of Renee full-motion video, and a ton of IAW- -0R0P p | NG, 


ll 800-874-4607 to order direct or visit your 


am 


Caesar ll 


Don your 
toga 
and 

prepare 

for the 
rites of 


Bacchus. 486/33 


1 Player 


92 


The Good: An awesome builder that will satisfy even the most jaded builder fan. The Bad: Too much terra cotta makes Ancient 
Rome look a lot like El Paso. The Final Worc: You won't be disappointed with this game. 


$44.99 


Distributed by: 
Sierra On-Line Inc. 
3380 146th Place SE 
Bellevue, WA 98007 
Phone (206) 649-9800 
Fax (206) 641-7617 


Developed by: 
Impressions 


Requirements: 
486/25, SMB RAM, SVGA, 
DOS 5.0, Win95, 2x CDD 


Recommended: 


Controller: 
Mouse or Keyboard 


Number of Players: 


Available for: 
PC and compatibles 


Street Price: 


; "4 Available on CD-ROM 


Help 189 BC. November 
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To-ga! To-ga! To-ga! Life in Rome is good and its good to be the Casear. As you successfully develop 


your Roman Empire, it will begin to resemble a bustling metropolis. 
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Hail 
Caesar! You 
have been 
named 
Governor of a 
Roman 
province dur- 


ing the third century B.C. when 
the Roman Republic is still in its 
infancy. You answer to only the 
Emperor himself, however, you 
must establish your reputation as a 


competent ruler and build up your 
province with a glorious capital 
city. If you are successful in this 
task, you will be promoted to the 
governorship of another province, 
but this time your job will be even 
more challenging. You will be 
responsible for defending your 
province against invading barbar- 
ians and disgruntled citizens. As 
you continue to expand the 
Roman Empire, your Imperial 


we 


stature will increase, and (am 
eventually you will be | 
named Caesar, Emperor 
of Rome! 

Caesar II is the latest 
city-building simulation 
from Sierra On-Line. 
You have the freedom to @ 
design, develop and 
maintain your own city 
in authentic architectural 
detail within a real-time 
gaming environment. 
Caesar II can be played 
in either two levels: In 
Province level, you will build 
industries and trading posts to 
supply your city’s markets, con- 
struct provincial roads and main- 
tain a defense perimeter against 
invaders; in City level, you will 
only need to worry about the capi- 
tal city itself and its roads, econo- 
my and housing. 

Your overall performance as 


Robberies will become com- 
monplace if you let them. 


fo 9 or iripa 


Saat > 
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met: < 


“Sa 


Manage your seaports for overseas 
imports and exports. 


governor will be rated in four 
areas on both Province and City 
levels: Peace, Culture, Prosperity 
and Empire. Once you’ ve 
achieved a required minimum rat- 
ing in each category, including a 
required overall rating, you will be 
granted a promotion as governor 
of an additional province. The 
game will conclude if one of two 
things occur: 1) you advance suc- 
cessfully through the ranks to 
become Emperor of Rome; or 
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eRe Pick your province and expand your 
mighty empire across the map. 


2) you fail to perform your expected duties as 
governor and your province fails to flourish. 

There are five different skill level settings: 
Novice, Easy, Normal, Hard and Impossible. 
The increase in difficulty will affect the amount 
of cash you begin with, the frequency of good 
and not-so-good events during the game, and 
the number of promotions required to become 
Emperor. 

As Governor, you’ll conduct your business 
matters within the Forum. From here you’|l 
monitor your Empire, Peace, Prosperity and 
Culture ratings, communicate with the 
Emperor, evaluate your industrial performance, 
set taxes, manage your Plebian work force and 
direct your Legion. Your personal advisor is 
also located in the Forum and he will manage 
your personal salary and donations. The suc- 
cess of your province will be affected by sever- 
al factors. Fluctuating Land Values will cause 
houses and other buildings to rise and decline 
in quality. If an area possesses many desirable 
features, the Land Value of that area will rise, 
and vice-versa. However, an area can also be 
limited if it lacks an essential component, such 
as a plentiful water supply. Reservoirs, foun- 
tains, wells and aqueducts must be built to 
insure that your people have access to clean 
water. You must also provide and maintain an 
efficient network of roads between buildings, 


Frank 


Caesar Il has to be one of the most 

enjoyable builder simulation games I've 

Originality played since SimCity 2000. Game play 
was outright addictive whether | was 

simply building up my city in City mode 

Playability Ff creating an empire and fighting off 
invading armies in the full Campaign 

95 mode. Starting out was a cinch, espe- 
Visuals C'ally since there was such a great 
amount of freedom with designing my 
city. However, avoiding debt later on 
took some careful planning and effective 
financial management skills on my part. 
The real-time battle sequences were 
also easy to play and entertaining to 


allocated. Otherwise, Caesa 
practically perfect. 


otherwise your citizens will be unable to com- 
mute and consume for economic prosperity. 

To protect your city and its people against 
riots, fires and invasions you’ll need to imple- 
ment several forms of security. Praefectures are 
used to provide vigils, or watchmen, to insure 
the peace within the city. Barracks house and 
train soldiers for both internal and external - 
security. Walls and towers can be used as your 
defense perimeter against outside invasions. 

To keep your city clean and free of deadly 
diseases you'll need to build bath houses so 
your people can bathe, and construct hospitals 
to care for the ill. One hospital can serve an 
entire city, but it must have road access in 
order to do so. Should your hospital cover fall 
below 100 percent, you’ll need to erect another 
hospital, or else your city will become infested 
with disease. 

Your citizens also appreciate the finer 
things in life and expect a little entertainment 
during their leisure hours. Building theaters, 
arenas and circuses will appease your populace, 
as well as increase land values. Providing a 
place of worship for your people is also a must, 
especially since Shrines, Temples and Basilicas 
store your wealth and valuables. Be sure to 
build your places of worship close to security 
structures in order to prevent robberies. As 
your province grows in SIZE, you ‘ll also need 


ie Piebs are needed! Your council will eager- 


ly assist you in your endeavors as Caesar. 


Ted 


SimRomanEmpire, | mean Caesar Il, is 
downright guilty-feelings-for-ignoring- 
your-spouse good. Although I’m sure 
that many comparisons will be drawn 
between it and SimCity 2000 (as with the 
y Original Caesar and the original 
SimCity), Impressions has gone beyond 
the scope of that project by including 
gs Provincial play. Not only must you con- 
centrate on building up one city, you 
have to keep an eye on several cities at 
once, as well as warring with neighbor- 
ing provinces. In the many hours | spent 
playing this game, | ran into only one 
non-fatal bug, and it was so minor that | 

oth it, The code 


Originality 


Playah 


enced a player you become. 
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Vandals & Goths 
To keep your city from being invaded in the 
Province Level, you must have built at least 
one fort and have formed a Legion through 
your Centurion. Etruscans, Dalmatians, Greeks, 
Huns and other foreigners will attempt to 
invade. Battie will occur when you've done 
one of two things: Send a Cohort to subdue a 
local tribe; or send a Cohort to intercept a bar- 
barian army. Controlling your Legion can be 
accomplished by issuing commands of forma- 
tion, movement and aim via point-and-click 
interface. The contro! bar will display a statis- 
tical overview of both armies. If you don’t feel 
up to fighting, you can choose to either retreat 
or let the computer fight for you. 


to provide educational buildings such as the 
Grammaticus, the Rhetor and the Library. 
Libraries, like hospitals, can serve the entire 
city as long as its coverage does not dip below 
100 percent. Additional amenities such as 
Gardens and Plazas will increase land values 
and boost your culture rating. 

Caesar II features beautiful 256-color 
SVGA graphics, digitized sound and speech, 
original music and an on-line multimedia tutor- 
ial of the Roman Empire. 


Tasos 

Since Maxis seems to have lost its touch 
with simulations, it's a good thing that 
someone else is carrying the torch. 
Caesar II, even from its initial appear- 
ances looks to be one of those classic 
city builder games. Just like SimCity, as 
your city becomes more and more suc- 
cessful its beauty grows, except more so 
here. Seeing the sharp detail in these 
classic structures and hearing the noises 
emanating from the busy streets really 
helps to pull you into the game. Its also 
an excellent way to get the gamer 
attached to his or her creation by having 
them sin ona niplcare career. There is 


Originality 


Playability 


enjoy Caesar II just as much. 
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MICHGG BEARS Passine Yarus i Tora Yarss 0 Torm Sac any 3 BISe 


Take on the best of the NFL! All-new player If you really want to take charge, the expanded 
animations and realism are your ticket to true General Manager and stats options put all the 
NFL football competition - a quantum leap over excitement and strategy right at your fingertips! 


its predecessors! 


of ‘Omecesmary Roughness 0 or any existing PC football le can can 800# orders you pele Me a copy a the previous or competitive product with yor to 


WHER HiME SAMMI? 


PLAYOFFS 


more than 


et tackler, the 1300 NFL stars. 
Ms new “Oomph* peers spipacagn nama 7 Unnecessary 
Ps button delivers! IRIE NY DATION TTT Roughness ‘96 
oes sili has it all! 


pass reception, 
Sanco | or keep your | 
‘ : — ; —— “| opponent on hi 

ae t ce : os « : toes with the | 
real-time “Pro’ 
passing mode 


ORE ANS: OM Po 


Weak Side Passes 
50 % QUICK GUT 


26 POWER ¥ AAG Set up your 


PRESS B SCREEN RIGHT game plan; even 


SLOT LEFT X SLANT 


90 x OUT & co add audibles! 


ce 


Oe, 


“ue 203840 - Test your play 
angles, side ee es against any kind 


angles, even | 
helmet cameras! 


FAKE PUNT RUN 
FARE FG PRSS 
PUNT 

FIELD GOAL 


League Leas 


Passing Yards 


d 


di 
i DREW BLEDSOE fereor: 127 | 
2 Dan MaRino Omies 120 
3 Steve Younc fname 117 
4 Frank REICH Ricky WartTERs Pun. 116 
5 Steve Bone Bam MoRRIS Peresbuec 108 p ao 
6 Trov Aixman MaRSHALL FAULK Tndranee 108 : “ . 
EB Freve foaee tome Saw Breoo ie Over 100 5 |S « General Manager 
3, Me Testevenne BEANE Pn Ea 1 different stats en te a g 
14 Erm kramer THurman THomAs dorms 94 s 1 eee Ke Sie ee ere eee options 
42 Wen. O'BonneLt Marcus ALLEN Ke, 90 and ratings: Cc ean eee 
13 Trent DILFER JAMES STEWART hemes (0 lee ee Unnecessary 
45 Jom EL benren Caner ‘a pa es eee Roughness ‘96 
5 eens” = 86 ee a delivers th 
nen elivers the 
18 Daw KUMeLER BRIAN Wan 85 % ee eee . . 
20 Stn Hanevaurs ten mane | ee ultimate in 
hard-hitting 


football action! 


The replays are 
almost as much 
fun as the plays 
themselves! See 
action on-screen 


ef 
like never before a 
Vix 
i) 
<r) 


with unlimited 
camera angles! 


_ ROUGHNESS 


‘ 
ACCOLADE 


‘Unnecessary Roughness 96 and Sport Accolade are trademarks of Accolade, Inc. ©1995 Accolade, Inc. All rights reserved. NFL Team Names, logos, helmet designs and uniform designs are 
_ trademarks of the team indicated. NFL is a registered trademark of the National Football League. The Players Inc. logo is a trademark of the National Football League Players. This is an officially 
licensed product of the National Football League Players, NFL Properties, Inc., and the NFL Quarterback Club, Inc. - 


You've crashed 

ona strange 

planet. You 

quickly strike 
a deal with your newfound alien buddy, Gaan. 
You'll help blow away his hostile robot 


inhabitants. He'll help you get safe passage off 


the planet. Easier said than done. Together, 
youll have to solve deadly puzzles 
and avoid traps, red 


Cyanconsar BRENDER 


Slugs, lizards, glass tunnels, acid 

and sparking cables. You'll go from 

hauling butt through the forest to 

blasting into a bomb-filled mine shaft 

to fighting through an armory to 

destroy a reactor. It's Alien Odyssey — 

the PC CD-ROM game with incredibly smooth 
character animation and Argonaut's exclusive 
3D adventure game technology. It's total 
annihilation. But in a friendly sort of way. 


©1995 Philips Media, Inc. ©1995 Argonaut Software Limited. For more information call 1-800-340-7888. Visit our Web Site at http://www.philipsmedia.com/media/games 


ing 


Blast robots from your DAK bike. 


infiltrate the enemy Comm Bunker. 
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Lead your 


- Sierra On-Line, Inc. 
* 3380 146th Place SE 
squadron — = suite 300 
; : Bellevue, WA 98007 
Of elite = Phone (2061 649-9800 
: Fax (206) 641-7617 
space : 
; ° Impressions Software, Inc. 
marines 4 
; > 386, IMBRAM, VGA, DOS 
combat. Same as ahove 
: Mouse or Keyboard 
> One Player SEE | 
: PC and compatibles 
8S iP ! - afk ae: Be prepared for close-quarter engagements with hostile aliens. If the action gets too intense, you 
: 7 can stop time and carefully plan your next move. 
$44.99 
Excellent game engine. Amazingly few scenarios for a game that thrives on scenarios. 1 it 
would've been awesome if it had been released on schedule. 


THE GAME 
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As the commander of an a elite squadron of marines in the Federated 
Worlds Special Forces, you are responsible for undertaking a series of 
strategic missions while defending your home planet from the forces of 
the United Democratic Planets. From obtaining critical data to rescuing 
important political prisoners, you will create your own marine teams and 
give the orders, individually or as a group. Each marine possesses his or 
her own unique set of skills and characteristics, and can be equipped 
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Frank 


Breach 3 might have been as hot as 
Command & Conquer had it been 
released a few years back when VGA 
graphics were the industry standard. It 
also suffers from a limited number of pre- 
made campaigns, although | could cre- 
ate my own with its campaign builder. 
However, creating my own campaigns 
was notaS much fun because Id already 
know what to expect: The real-time 


| game interface worked well, allowing me 


to pause.the clock between commands, 
which turned out tobe an invaluable fea- 
ture for completing the mission objec- 
tives withinethe required time span. 
Troop management reminded me of X- 
Com, especially since | could fully cus- 
tomize my soldiers’ inventory. 
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Even though Breach 3 includes its own 
easy-to-use scenario editor, | felt | had to 
reduce my score due to the lack of pre- 
made campaigns. There are only five 
campaigns that come with the game, 
and none contain more than four mis- 
sions. This is a severe dearth, particular- 
ly given the length of time | waited for 
this gamé (it Wasvoriginally scheduled to 
ship over a year-and-a-half ago). While 
Impressions throws in some fairly well- 
made ship designs for you to use with 
the scenario editor, that doesn’t make up 
for the lack of Campaigns. If you can 
overlook allvof the abovey you'll find a 
game that is pretty enjoyable. Just be 
sure to set aside some time for designing 
new scenarios. 


80 
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Visuals 


according to the mission objectives. If you are successful in completing 
the mission objectives, you will be promoted up through the ranks and 
given more challenging assignments. Breach 3 features 256-color VGA 
graphics, digitized sound and speech and utilizes a real-time environment 
that permits you to stop time at any point during the game so you can 
plan your strategies as the action develops. A powerful scenario builder 
allows you to create your own missions and campaigns. 


Tasos 


The game whose development by far 
outlived the Nerf guns that bore its name 
is finally here. Those guns were given to 
us at Winter CES ’94 to give you an idea 
how long it has been in production. Is the 
long wait worth it? Not forme. The lo-res 
graphics it has are more commonly used 
today for action games as high-res 
SVGA have taken over most strategy 
games of this sort. tts biggest problem 
comes from, the recurring pauses that 
occur when it is accessing the CD. Even 
with a 4xCD-ROM drive, those delays 
can be as long about five seconds for 
trivial matters. All that time and its not 
perfected? | don’t think so. Another 
game that could have been good at the 
time it was due. 


3-D Ultra Pinball 


Experience 
3D pinball 


set to the 
back- 
ground of 
Sierra’s 


Outpost. 
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Distributed by: 
Sierra On-Line, Inc. 
3380 146th Place SE 
Suite 300 

Bellevue, WA 98007 
Phone (206) 649-9800 
Fax (206) 641-7617 


Developed by: 
Sierra On-Line, Inc. 


Requirements: 
486/33, 8MB RAM, SVGA, 
Win3.1 or Win95, 2xCDD 


Recommended: 
Pentium 


Controller: 
Mouse or Keyboard 


Number of Players: 
1-4 Players 


Available for: 
PC and Macintosh 


Street Price: 
$49.95 


3-D Ultra Pinball utilizes the spacescape of Sierra’s Outpost game. Eye-popping special effects, 
including fiery explosions and flying vehicles, take computer pinball to a whole new level. 


The Good: Computer pinball that makes use of what the computer can do. The Bad: Occasional game freezes make keeping track 
of the action difficult. The Final Word: Finally, a good use for all of those Outpost graphics. 
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Sierra On-Line introduces the next generation of computer pinball games 
with 3-D Ultra Pinball. Visually stunning 3D SGI rendered graphics and 
animations are modeled after Sierra’s popular Outpost game. Realistic 
sound effects and flashing lights keep the pinball action true to life. Feel 
the responsiveness of the flippers and watch the ball speed its way up 
winding ramps and race through tunnels. Build up your own colony on 
the spectacular Colony Table while hitting targets, blowing up rebel bull- 


Frank 


It would appear that Sierra has finally 
found a good use for their not-so-suc- 
cessful Outpost game by incorporating 
its hi-tech graphics with a 3D pinball 
engine. 3-D Ultra Pinball is a vast 
improvement over Sierra’s Take-A- 
Break Pinball released a few years back. 
The 3D graphics and animations look 


dimension to builder simulation games. If 
only Outpost had been this much fun... 
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Ted 


People who just can’t get enough PC 
pinball will want to pick up a copy of 3-D 
Ultra Pinball. While | could laud Sierra 
for finally figuring out what to do with all 
those lovely graphics that were sup- 
posed to be in Outpost, I’m not going to, 
simply because eye candy is fairly sec- 
ondary for most piney fans nore has 


titles. 
board setup doesn’t let you use the two 
shift keys as your flippers. 


the key- 


Origina 


Playa 


dozers, shooting down meteors and hurling gliders on a “rampless” ramp. 
Your ultimate goal is to build up your deep-space colony and win the 
game by launching a Starship to send your colonists into the cosmos. Up 
to four players can compete in the first true multilevel pinball game that 
combines all of the different tables simultaneously. 3-D Ultra Pinball also 
features a multimedia on-line game manual including tips and strategies 
for building up your colony. 


Tasos 


It's Outpost the pinball game! (I'll bet I’m 
not the first or the last person to say that. 
Sorry). 3-D Ultra Pinball uses similar 
graphics and theme as Outpost. 
Fortunately, it works better as a pinball 
game than it did in its original form. If you 
like pinball tables that require a lot of 
building then this is one for you. Plus 


Sccasiimes when it accesses the CD for 


some sound, the game will freeze, too. 
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Find out Berkeley Systems 
: 2095 Rose Street 
what > Berkeley, CA 94709 
; Phone (510) 540-5535 
product : 
: Jellyvision 
turns your : 
‘ j : 486/33, 8MB RAM, SVGA, 
milk pink > Win3.] or Win95, 2xCDD 
and 
; Same as above 
sate. 
: Mouse or Keyboard 
1-4 Players 
* PC and Macintosh 
Average Score : 
: $39.95 
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Really inventive questions and a great game show feel. 


it 
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Caro 


will leave you scratching at least one body part. 


Hip, funny and a great party game. 


THE GAME 
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Think you’re a trivia master? Do you always win at Trivial 
Pursuit? The folks at Berkeley Systems have something to 


say to you. You Don’t Know Jack! 


You Don’t Know Jack is a new trivia game, but it’s unlike 
any game you’ ve seen before. Questions are off-the-wall and bizarre and 
usually funny and irreverent. Set up like a television game show, YDKJ 


will do everything it can to squash your ego and prove its title. 
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Frank 


You Don’t Know Jack sets a completely 
new standard for computer trivia games 
and could possibly become the most 
popular party game among game show 
lovers and pop-culture fanatics. The 
game’s presentation is extremely con- 
vincing; | actually felt like | was compet- 
ing in a TV game show for cash prizes. 
What really makes this game so real is 
its interactive Speech and audio effects: 
the game show host would.respond to 
my performance realistically, often 
mocking my mistakes and building up 
the presgure:during thegame. The ques- 
tions aloné deserve @ strong vote for 
originality, featuring categories real-life 
game shows wouldn't dare to have. | 
guarantee this game will amuse you. 
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ae You can’t always tell what the question will be by the name of the category. Some of the questions 


Like all trivia games, eventually it will get repetitious. 


The game features three kinds of question. The basic question is simple 
multiple choice—buzz in when you think you know the answer. 


Gibberish Questions challenge you to rhyme song lyrics or sayings to a 


appropriate for younger gamers. 


Ted 


Berkeley Systems gets my vote for Best 
Product That Goes Against the Grain. 
You Don’t Know Jack has absolutely no 
video and is still mesmerizing to play. 
The level of intelligence that went into 
the design of You Don’t Know Jack is 
very high. The game show feel is pulled 
off very well, and the questions are like 
Trivial Pursuit On acid; The number of 
games that you can play on a PC ata 
party | could count on one finger; You 
Don’t Know, Jack is perfectly suited to a 
party atmosphere. The humor in the 
game yiSwmainly highbrow, although it 
does occasionally plumb the depths. 
With a total of 800 questions, YDKJ will 
keep your party going for hours. Play to 
win. At least it's not another Doom clone. 
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sentence of gibberish. Finally, the last question in each game is the fear- 
some Jack Attack, which forces you to match pairs of items rapidly. 
You Don’t Know Jack features questions and audio that may not be 


Tasos 


Amazing! Not just an apt description for 
this game, but also that it has taken this 
long for a game company to realize that 
there is more to multimedia than just 


. graphics. Yes, the graphics are good, 


but what really sets this game apart is 
the audio. The music, voice work and 
vocals are as good as it gets. The pro- 
duction,quality as. a whale is some of the 
best I've ever Seen on @ computer and 
compares with that in television. It might 
be hard to comprehend that a trivia 
game could G0 so much. Believe me, it 
has ansentertainment value as high as 
games with much more depth. If you feel 
stupid inviting friends over to play a 
“party game” you won't with this. One of 
the best games of the year! 
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cross fire from a cloud 


that looked as innocent 
as a kid holding candy. 
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FIFA ’96 Chelsea Tottenham 
- Distributed b eT ace 
EA Sports ° Electronic Arts sa acs FPA IRA 
: 1450 Fashion Island Blvd. (ae Tot ah 
delivers ° San Mateo, CA 94404 a he 
_ Phone (415) 57-7171 
the realism = faxtssn-7993 
- Developed by: 
and > EA Sports Canada 
; : : Requirements: 
intensity : 486/66, 8MB RAM, SVGA, 
¢ DOS5, 2xCDD 
of es 
: Recommended: 
soccer. = Pentium 
: Controller; 
: Mouse, Keyboard, or 
; Joystick ae 
- Number of Players: ‘anhtueennane eee 
: 14 Players : 
Average Score : Available for: (1) Hitchcock 
: It’s high noon in the Virtual Stadium. One of these players will walk away in triumph, while the other 
: ve shi will hang his head in shame. 


The Good: The best soccer game, if not the best sports game available, bar none. The Bad: British soccer fans give the sport a 
bad name. The Final Word: EA Sports does it again! 


THE GAME 
EA Sports presents the most realistic soccer game for the ings and injuries that result in free kicks. Brush up on your moves and 
PC to date with FIFA ’96. In accordance with the combinations in practice mode. Team management functions allow you to 
Federation Internationale de Football Association, FIFA create your own team. There are over 30 different commands, including 
"96 contains accurate team lineups and player statistics of tackles and bicycle kicks. User-definable game controls enable you to 
—=e cw’ over 60 FIFA world teams. Choose to play in a friendly choose from multiple camera views, playing conditions, team coverage, 
game, compete in a league championship, play in a tournament or shoot formations, strategies and starting lineups. FIFA °96 also features 3D 


for the playoffs. Every kind of penalty can be enforced, including book- SVGA graphics, digitized speech commentary and realistic sound effects. 


Frank Ted Tasos 


Py 'f | was only allowed to play one sports The original FIFA Soccer for the PC was | Know you've probably heard me say it 
game, this would be it. FIFA ’96 kicks an excellent piece of work, with an 80, before, but it's worth repeating: The EA 
Originality Some serious hide with sensational Originality amazing eye for detail. You just sort of Originality Sports Canada team is putting out some 


m graphics, panoramic perspectives, figured it couldn't get any better. Well, of the best sports games of this year. A 
authentic game commentary and the you figured wrong. This game is an 81 similar graphics engine as that found in 
Playability unmistakable roars of dedicated soccer layahility incredible achievement In sports sims. Playability NHL Hockey 96 Is in FIFA Soccer 96. 
fans. Playing FIFA ’96 is highly addictive; The action on the field is realistic, the The realism is not just in the animations, 

it's as if you're watching the game on TV running 96 


< 


: om countries /en é 
| was able to sneak in a goal. Top-notch such as Germany, Malaysia, Brazil, USA down. Still, you won't want to miss out on 
arcade game quality! and so on. Well done! this game even if you don’t like soccer. 
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Some people carry the world on ¢ makers. You carry it in your sights 
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There’s no time to bIEEd. 
Microsoft 


WHERE DO YOU WANT TO GO TODAY?” 


1995 Microsoft Corporation. All rights reserved. Microsoft, MS-DOS and Windows are registered trademarks and Where Do You Want To Go Today? is a trademark of Microsoft Corporation. 


LIMITED COLLE 


fl tellar collection of rare STAR TREK memorabilia, 


Have yOu ever wished you could talk to Gene Judgment Rites.” This behind-the-scenes nee hae ee 
4 Roddenberry? flow you've got the chance. look offers a unique and Fascinating | \. | PaaS es era 

Just take a Seat Opportunity to witness the evolution oF 

in the captain's this epic CO-ROM adventure game. 

chair and ) 

3 Even Spock can not accurately process 
Roddenberry In addition, sitting in Spock's chair will : 
es : these strange occurrences. 16 that truly 
joing you an. activate an all new interview, also 


aan | | an ancient WWI triplane 
screen For an interactive, Quicktime’ = previously unseen inthe U.S. Usingan : 
. | heading straight For you - 


interview. He'll reveal the answers to a interactive Format, you ask all the ques- 


IGIONARY 


galaxy oF intriguing questions a5 he shares 


at Warp 9 speed? Could it be Trelane? 
tions and Leonard 


How could your sensors suddenty report 


Nimoy has all the | 
life Forms on a dead planet? Where did 


his vision and his genius. This up close answers...just a5 


that primitive race get such advanced 


and personal interview, never before you'd expect From 


technology? It couldn't be Or. Bredell 


been seen in the U.5., i a must For all the venerable Vulcan. 


and the Vardaines...or could it? 


serious collectors! 
The Five year mission continues with eight , 
: . Game play is enhanced with 2 CD-ROMs 
Leonard flimoy hosts this multimedia STAR TREK:Judgment Rites episodes. This 
. | Full oF dramatic, highly-rendered cinematic 

Collector's Edition and narrates the Full- time you are in command. But, there is one 

| sequences and the actual voices of the 
motion video “Making oF STAR TREK: problem — you are being watched. By | 


STORYTELLER serum semineneremme 


do not know. 
ters, and For the First time, the actual voice 
Fiz, VA 
Ea q 
BY GAMERS, FOR GAMERS"” 
17922 FITCH AVENUE Beam up to Interplay’s out of this world Website at http://www.interplay.com. 
IRVINE, CA 92714 PARAMOUNT STAR TREK VIDEOS ARE AVAILABLE WHERE VIDEOS ARE SOLD. 


(714) 553-6678 
STAR TREK™ and © 1995 Paramount Pictures. All Rights Reserved, 
STAR TREK and related Marks are trademarks of Paramount Pictures. Software Code © 1995 Interplay Productions. All Rights Reserved. 


DaMENT RITES 


CTOR'S EDITION 


packaged with a spectacular CO-ROM adventure game. 


enthusiast. In addition exclusively For the Collector's 


PIMEMATIE arate 


Edition. You won't Find them 


OF the Enterprise’ computer all create an fimoy interviews and anywhere else! 

OUut-OF-this-world gaming experience. When host of other rare or 

| . : STAR TREK: Judgment Rites 
you hear the legendary Captain Kirk”, the unseen memorabilia, 

7 Limited Collector's Edition 
Wit and wisdom oF Mr. Spock” and the irre- we've included 4 copy 
i6 more than 4 unique and original 

pressible personalities of McCoy”, Of the most popular episode oF the STAR 


multimedia presentation ill i§ 4 part 


TREK TV series, “City on the Edge oF 
oF the continuing legacy From the greatest 


Forever,” co-starring Joan Collins. 
epic adventure of our lifetime. Don't 


And, a5 an extra bonus, you'll get one miss your chance to own a piece of 


OF our eight original STAR TREK: STAR TREK history! 


| Judgment Rites T R F G ; ] R ¢ h 
~ Scotty”, Sulu Checkov™ and Uhura™, 


— i These bold and colorful 


- you'll swear you've been beamed into the 
ping are custom designed 


continuation oF the original Five-year mission. 


: | : and produced, in @ limited run, = 
STAR TREK: Judgment Rites Limited accor ove a : ap | TREK: ‘dG 


edie TOLY 
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| Tre eay OnTeteg atone 
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Collector's Edition is a multimedia treasure 
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For any STAR TREK Fan or adventure game 
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Sport 


: "leek VS 


550 S. Winchester Bivd. 
Accolade San Jose, CA 95128 
; Phone (408) 985-1700 
improves Fax (408) 246-0885 


their best- 


selling 5 ase ania Ok 
> DOS 5, 2xCD-ROM 
HardBall :™* 
series. 5 Semone chore 
Mouse, Keyboard or 
: Joystick 
© 2 Players 
Average Score ; | 
: PC and compatibles 
> $44.99 


Available on CD-ROM 


Experie 


nce authentic old-time baseball with Bonus Fantasy “Legends” League. HardBall 5 also fea- 


tures an all new “closer-to-the-plate” batter view for ultra-realistic baseball action. 


improved game play control and new graphics. 


ball simulation game that is sure to please the most discriminating baseball fan. 


: Still looks a lot like HardBall 4. 


Word: A fine base- 
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Sport Accolade has introduced the fifth generation in its HardBall series 
with HardBall 5. Over 800 MLBPA players and lineups are featured, 
including 40 real-life stadiums. Comprehensive team management func- 
tions permit you to edit and trade players, hire free agents and coach your 
team through the season. A Bonus Fantasy “Legends” League brings the 
12 all-time greatest teams from history with their old-time player stats and 
photos to life in 12 beautifully rendered old-time stadiums. Improved 


3 


Originality 


6 


oo wy cl 


Playability | 


84 


Visuals 


G 


5 | 


Ros) oo 


Frank 


Of the few computer baseball games I’ve 
played, I’d have to say that HardBall 5 
ranks somewhere in the middle between 
mediocre and outright boredom. | was 


| most disappointed with the hitting and 


pitching interface that utilized the numer- 
ic keypad exclusively. If a company like 
Access. can produce a golf interface that 
emulates the feel and’controliof real life 
golf, why~cant Accolade produce a 
baseball interface that emulates the feel 
and control of feal life baseball? The 
team management functions were a 
redeeming factor even though you have 


| to type in the real team names. The 


graphics and animations looked a tot like 
HardBall 4, and | can’t help but wonder 
what HardBall 6 will look like... 


40 
Originality 


Playability 


82 


Visuals 


13 COMPUTER GAME REVIEW 


Ted 


Although there have been few (if any) 
cosmetic changes between HB4 and 
HB5, the physics engine appears to 
have been improved somewhat. 
Different pitches now feel more like the 
real thing. Now they just need to work on 


| the batter's swing, which looks the same 


no matter where you tell him to swing. 
The main'update here is in the team ros- 
ters (duh), which you should not only 


| expect, but demand. The many editors 
| included are terrific, but here’s a note to 
those nutty programmers at Accolade: 
| How about a real player editor, where 
| you could import any picture you wanted 


for a players headshot? Fielding is still 
way too difficult, so leave it to the com- 
puter to handle this aspect of the game. 


4G 


Originality 


Playability 


Visuals 


player graphics provide smoother and more detailed baseball simulation. 
“Zoom in” baserunner windows enable you to keep your eye on every 
runner. Optional wide-angle pitcher and batter perspectives deliver unpar- 
alleled realism in 256-color SVGA graphics, and sports announcer Al 
Michaels calls the play-by-play commentary. You can even go head-to- 
head with a friend over the modem or hit a few out of the park with 
Home Run Derby. Grab your favorite baseball cap and play ball! 


Tasos 


The improvements made in HardBall 5 
over HardBall 4 are not so noticeable, 
yet somewhat dramatic. | have been a 
fan of the series, and one of the changes 
| was hoping for was more realistic game 
play. A lot of my games in the past were 
very high scoring with around 15 hits on 
the average. There were also never 
many foul balls), among other things. 
These things have been addressed and 
changed. Even the fly balls actually 
resemble fly,balls, not easy line drives. | 
like the large batter view not just for bat- 
ting butalso for pitching. You can really 
get that target into thoselow, outside 
comers. If you like the HardBall series 
like | do, you should not be disappointed 
by this latest version. 


Grand Prix il Throw in full 


camera views 
from practically 
any angle any- 
time, and you're 
there smack in 
the middle of a 
real Formula One 
race! Test drive 
Grand Prix Il. 
today. And you'll 
see why it kicks 
asphalt over 


Visit your 

- local retailer or 
call 24 hours: 
1-800-695-GAME 
(U.S. and Canada). 


iilil 


ENT SOFTWARE 
RATINGS BOARD 


Call 1-800-771-3772 for 


Licensed by FOCA to Fuji Television. ©1995 Spectrum HoloByte, Inc. All rights reserved. : 
Spectrum HoloByte i is a registered trademark of Spectrum HoloByte, Inc. All other trademarks are the property of their respective holders. information on Game Ratings. 


A VETERA 


Nos 


piles ON THE SURFACE, 


é NOTHING 1S WHAT. If 


ee 


THRE GREATEST MYSTERY OF ALL: AWAITS. 


). - LUCASARTS ENTERTAINMENT COMPANY PRESENTS THE DIG - A DEEP SPACE ADVENTURE BY SEAN CLARK 
° : FOR PC AND MACINTOSH CD-ROM * NEARLY 200 LOCATIONS AND HUNDREDS OF PUZZLES — 
WITH ROBERT PATRICH OF Te AS THE VOICE OF BOSTON LOW * DIALOGUE BY SCI-FI AUTHOR ORSON SCOTT CARD 
: - SPECIAL EFFECTS BY INDUSTRIAL LIGHT & MAGIC * WINDOWS 95 COMPATIBLE * NOVEL AVAILABLE FROM WARNER BOOKS 
SOUNDTRACK AND DEMO ON ANGEL RECORDS * STRATEGY GUIDE AILABLE FROM INFOTAINMENT WORLD 


4 
4 
A, 
4 
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. 
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in the ist Degree 


Gather the 
facts and 
make your 
case for 
murder in 
the first 


degree. 


One Player 


37 


The Good: Realistic courtroom murder trial drama. The Bad: Haven't we had enough real-life courtroom drama lately? The Final 
Word: Makes a great case for full-motion video in computer games. 


$49.99 


Distributed by: 
Broderbund Software 
PO Box 6125 

500 Redwood Bivd. 
Novato, CA 94948 
Phone (415) 382-4400 


Developed by: 
Adair & Armstrong 


Requirements: 
486/25, 4MB RAM, SVGA, 
Win3.1 or Win95, 2xCDD 


Recommended: 
Pentium, 8MB RAM 


Controller: 
Mouse or Keyboard 


Number of Players: 


Available for: 
PC and Macintosh 


Street Price: 


> GUN 
ZACK 


Witness One 


BONE WITH WITNESS 


> Did Tobin have a gun? 


make or break you career as a reputable lawyer. 


This looks like a job for Matiock! Better sharpen your cross-examination skills for the trial that could 


Nestled deep within the heart 
of San Francisco’s South-of-the- 
Market area resides an avant-garde 
art gallery owned by two 
acclaimed artists, Zachary Barnes 
and James Tobin. Recently, on a 
morning clouded in mystery, 
Zachary Barnes’ body was found 
shot to death inside his art gallery. 
James Tobin, his longtime friend 
and business partner, was also 


Witness : 


>ART THEFT 
GUN 
ZACK 


COMPUTER GAME REVIEW 


found lying on the gallery floor 
next to Barnes’ body with a bullet 
wound to his leg. Despite his 
claims of self-defense, Tobin was 
charged with the murder of 
Zachary Barnes. This unfortunate 
tragedy has become the most sen- 
sational murder case to hit San 
Francisco in years. 

You assume the role of prose- 
cuting attorney G. Sterling 


4 ; r , se 7 . 
fg :\% 
i 


f 


‘e Does Tobin have an alibi? 


Granger. It is your 
solemnly sworn duty to 
prove James Tobin guilty § 
of grand theft and first- | 
degree murder. Your 
success depends on your 
ability to untangle the 
complex web of stories 
and deceit and uncover 
the truth. 

You will be able to 
interview and watch 
videotapes of several key 
witnesses, including the 
wife of the late Zachary 
Barnes and the girlfriend of the 
accused. Was there a love triangle 
involving the accused and the 
deceased? Was there an insurance 
scam? And why does it seem like 
everyone has something to hide 
regarding the murder? Along with 
physical evidence collected by the 
police, you must investigate the 
claims and discern fact from fic- 


Witness testimonies are key 
in your prosecution case. 


Zachary Barnes’ body waits for justice to 
be served. 


tion and reach a verdict of grand 
theft and murder in the first 
degree. 

In the 1st Degree combines the 
elements of an interactive movie 
with the drama of a criminal trial. 
Your actions and decisions direct- 
ly influence the trial that develops 
before you by selecting different 
lines of questioning as you inter- 
view and cross-examine witnesses. 
Television news updates will 
appear throughout the game and 


See interview key witnesses as you attempt to 


uncover the truth behind the murder. 


report the development of the trial. You will 
also have to contend with the defense attor- 
ney’s courtroom tactics as she plays all her 
cards to prove her client’s claim to innocence. 
The game begins in Granger’s office during 
the pre-trial phase. Here, you’ll have access to 
pertinent documents, review taped witness 
interviews and will meet with the witnesses and 
the accused for further questioning. The intu- 
itive game interface in Granger’s office allows 
you to explore the facts of the case in any order 
you wish. For instance, you may begin with a 
videotape, then examine a relevant document, 
then jump into an interview with a particular 
witness. You are also permitted to go to trial as 
soon as you think you’ ve collected enough 
viable evidence and built a convincing case. 
When interviewing a witness, you will be 
given a menu of selected topics of inquiry. 
Once you have chosen a topic, several abbrevi- 
ated questions you can ask will appear. You 
can choose to either hear the entire question 
without actually asking the witness that ques- 
tion, or you can ask that question and receive 
the witnesses’ response. Additional questions 
will then appear until that selected topic has 
been exhausted, returning you to the topic 
menu for further questioning. Keep in mind 


Frank 


Just when | thought full-motion video 
technology had reached its apex, Adair 
Originality & Armstrong produces a product that 
sets new standards for FMV interactive 
90) games. | was especially impressed with 
Playability the sharpness of the graphics and the 
fluidity of the animation. Even the acting 
was realistic and convincing. The game 
interface was somewhat limited since | 
was only able to converse from a pre- 
determined set of questions. However, 
every question asked would develop 
into a different situation while altering the 
course and outcome of the game. 
Despite its limited interface, found In 
the ist Degree 
number of possible ve 
obtained. 


that the questions you ask the witness now may 
affect their testimony later during the trial. 

The videotapes contain testimonies given 
by the accused and key witnesses on the day of 
the murder. Your trusty colleague, Inspector 
Looper, has thoughtfully edited the important 
from these extensive interviews for you. The 
videotapes should provide you with additional 
facts for your prosecution, as well as a first- 
hand look at the witnesses themselves, helping 
you devise strategies on how to interview each 
witness yourself. The documents should also be 
utilized, since they contain the witnesses’ back- 
ground information, photos, reports and letters. 

When you have finally decided to go to 
trial, the media will ask you to predict the ver- 
dict. Your reply may have an effect on how the 
media covers the trial and evaluates your per- 
formance. The trial itself will begin with your 
opening statement. You will then be given a 
list of possible murder motives to emphasize or 
ignore. Your opening statement will ultimately 
affect the outcome of the trial, so make sure 
that your line of questioning to follow coin- 
cides with your opening arguments. 

As the prosecuting attorney, you will be 
asked first to call any witnesses to testify at the 
stand. The procedure for questioning the wit- 


mirness RAME 
m Alphonsas tee 


Aue inpprowmate # unknown, 


rn in Ph Piorida. Cle aing father 


ioria Lee 


rked 


Velow Comvietiona (List by Case Number) no 


pad 
Hencoiption MALR/ BLA BALK / LARGE ~TRIBAL 
ROX L7G Lag, 


ub ‘Coachan x school. Simon dropped out of high stihool yg : 
trarby, worked various jobs int orid — 
wat nha 


2 n to Theft « Called Dada, and ther re is mothi ry 
ee ~ . 

i > (pe obably ox sxpuNged Be 

me to SP 90 Said wented ts 


var ax love jobs, vk & tnemp loved uotil nid = 4 "91s when hired asa 
i tne erwemteethernsiinnsonen 
mens ery mger by “bexter® 6 Deliveries* on the Sebare 


aes Documents provide detailed background 


ness in the courtroom is the same as when you 


POTENTIAL WITNESS BACK GRO 


ADONESS 
172 Po oe Street s.P. 


*FATOO. ON 


aied 20 yrs ayo Ga souldn’c fie wWoa ree 


_sconaacamngeiinaestr — 
be a hippy Qitele | tle late. don! m you “think? 


adero as deliver yeoy pet 


information on witnesses and the accused. 


Originality 


Playability 


Ted 


In light of the recent Simpson trial, I’m 
unsurprised to see a computer gaming 
company exploring the possibilities of 
lawyering in a game. That you must play 
the role of prosecutor is unsurprising, as 
well, since it provides a greater chal- 
lenge than defending a client. Proving 
beyond a reasonable doubt that a per- 
son is guilty, particularly in a case involv- 
ing a high-profile murder, is extremely 
difficult. Whereas the defense lawyers 
must expect honesty from their client, 
prosecuting attorneys can expect no 
such help in building their case. 
Broderbund has done an excellent job 


eplaya- 
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ie Yvonne has a bad attitude toward nosy 


lawyers. Is she hiding something? 


interviewed them during pre-trial. The witness- 
es’ testimony is key to proving your case, and 
you must strategically question the witness so 
that their answers corroborate with the impor- 
tant facts of the case. When you have finished 
with your questioning, the defense attorney will 
then cross-examine the prosecution witness, 
attempting to exploit their weaknesses and 
undermine their credibility. The defense attor- 
ney may also call several witnesses of her own 
depending on how the case is developing for 
the defense. After the defense attorney’s cross- 
examination, you will then be permitted to ask 
additional questions. After you have finished 
your final questioning and the defense rests, the 
case will be turned over to the jury for deliber- 
ation. 

The jury will arrive at four possible verdicts 
on the murder charge: guilty of first degree 
murder, guilty of second degree murder, guilty 
of manslaughter or not guilty. If you are unsuc- 
cessful in obtaining a guilty verdict, get back to 
work and pay attention to the hints given in the 
newscasts. Remember that there are a number 
of different paths you can take to make your 
conviction of first-degree murder. It is in the 
minds of the jury in which you need to prove 
“guilt beyond a reasonable doubt.” 


Tasos 


In the past, I've doubted the interactive 
movie as a viable gaming genre, mostly 
because there has not been one that is : 
as good as other top-notch games in : 
general, and also because | do not yet : 
see the potential for it to ever achieve : 
high status. But Hollywood will have their : 
way as long as money is involved. The : 
only way to make one that is remotely : 
entertaining is by providing the proper : 
blend of cinematics and interaction. In 
the 1st Degree does just that. The game : 
play is in-depth enough that the chal- 
lenge goes beyond picking the right thing 
to say or Struggling with ae needa If: 
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A WHOLE NEW Mi 


NEW MEANING! 


DOS 5.0 or later, 
Windows ‘95 and 
| the Power 
Madntosh! 
IndyCore Racing ll— 
the only reat-lite, 3D 
IndyCar racing 
simulator— from 
the award-winning 
developers that brought 
you NASCAR® Racing! 


i — 
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#2 


Requirements: 

PC DOS and Windows '95 CD ROM: 
Requires: Double speed (D ROM drive, VGA: 486 DX33 
MHZ or greater, GMB RAM (Windows '95 requires 
12MB RAM), MS-DOS 5.0 (or later) or Windows '95, 
VGA, hard dive with 8MB fee. SVGA: 486 66DX2 Mhz 
or greater, 8 MB RAM (Windows '95 requires 12MB 
RAM), MS-DOS 5.0 (or later) or Windows '95, SVGA, 
hard dive with 8MB free. 


Scream down the straight. 

Crest a hill and your stomach’s in your throat. 
Comer too fast and it’s panic. Brake? Gas? 
Tum the wheel? If you stop to think, you'l 
lose your lead. Don’t worry, you'll leam. But 
this is a win you earn... 


= CHOOSE TRACK. 
MICHIGAN =< 


IndyCare Racing II sets new standards for realistic handling. 


Toke the challenge of racing top IndyCar 


Your car’s every move is based on the bank and grade of the 
track, the weather, as well as your steering and throttle inputs, the 
car's fuel, and more. You go to the garage and make the deci- 
sions - the combinations are endless! 


“apy 


ito : ae) 
Realistic Crashes. Car bodies will dent and pieces will fly from 
the cars as the accidents happen. 


From the award-winning developers 
that brought you: 


drivers in this open wheeled, high perfor- 


_ Mance car that exceed speeds of 200MPH. 


Featuring innovative, real time, SVGA, 3D tex- 
ture mapped graphics, and realistic physics 
models that provide the closest experience pos- 
sible fo driving behind the wheel of a real 


IndyCote 


Recommended: Pentium, 16MB RAM, Joystick or 
Driving Wheel/Pedal combo, and Sound Card (most 
major sound cards supported). 


Power Macntosh CD ROM: 

Requires: Power Macintosh with System 7 or higher. 
Recommended: Power Macintosh 7100/80 or 
ger 16MB RAM, Joystick or Driving Wheel/Pedal 
combo. 


Completely licensed, in depth, and based on the IndyCar 
Circuit, this simulation is the most realistic driving 
simulation available for your Microcomputer. 


1 Arsenal Marketplace Watertown, MA 02172 


TM 


(617)926-0700 


Web Page: www.papy.com, Papyrus BBS# (617-576-7472), 
CompuServe (GO PAPYRUS), AOL (keyword PAPYRUS) 
To order: 1-800-836-1802 ext. 72 


Indudes 15 officially licensed tracks— ovals, road courses, 
and city courses, accurate down to the last detail including, turn 
radii, banking, and placement of billboards. If you are an original 
IndyCar Racing owner, you will enjoy even more graphic detail on 
these newly enhanced tracks. 


Enhanced Artificial Intelligence. Computer controlled cars 
behave with incredible realism, giving you the challenge parallel to 
driving against real drivers. 


™ Distributed exclusively by Virgin 
Interactive Entertainment, Inc. 
1801 Fitch Avenue 
Irvine, CA 92714 


INTERACTIVE Phone (714) 833-8710 
entertainment) = =Fax (714) 833-8717 


PAPYRUS is a trademark of Papyrus Design Group, Inc. IndyCar and helmet logo are registered trademarks of the Indianapolis Motor Speedway Corporation, under exclusive license to 
Championship Auto Racing Teams, Incorporated. Virgin is a registered trademank of Virgin Enterprises, Ltd. 


IBM PC screens shown. Actual screens may vary. 
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Dust the 
baddies 
with the 


help of 
William 


Capstone 

501 Brickell Key Drive 
Sixth Floor 

Miami, FL 33131 
Phone [305] 373-7700 
Fax (305) 577-9488 


Capstone 


486/50, SMB RAM, SVGA, 
Shatner. Des 5, 2xtD-ROM 

Pentium 
Mouse or Keyboard 
1-16 Players 

Average Score oe . 0 hi 
PC and compatibles eal 

P84 3s oe You can’t always have your gun drawn. Draw in public and you might bring down the wrath of the 
$49.95 police. Sometimes, though, you have no choice. 
A good, fun take on the Doom idea. Choppy animation on anything but the highest-end systems. | 


Doom clones make the jump to a more realistic world. 


THE GAME 

In the year 2045, the Greater Los Angeles area has been afflicted by the the Cosmos Detective Agency (Bascom is played by William Shatner, 

latest designer drug: Tek. Those who control Tek, the TekLords, are who also served as an executive consultant on the project). Your task is to 

incredibly powerful and have both the police and the populace cowed. stop the seven TekLords by killing off their goons and discovering their 

Their latest plan is to addict thousands of innocents to this hideous drug. passwords into the Matrix, the 2045 equivalent of the Internet. But it 

The only thing standing in their way is you. won't be simple. You’ll have goons and androids tracking you down and 
An ex-cop framed five years ago for dealing Tek, you have been you'll have the disadvantage of trying to keep the law on your side. Draw 

paroled on the condition that you work for Walter Bascom, the head of your weapon carefully, because that parole can be easily revoked. 


Frank 


Ted Tasos 


Although TekWar features better graph- All | can tell you is, the more RAM you Before you even buy this game you 
83 15 90 


ics and game play than Capstone’s pre- 


have, the better. TekWar is very choppy might want to take a look at some of the 


Originality viously released Witchaven, it still suf- Originality © a P-90 with 8MB of RAM, while it's Originality screen shots. Do they look richly 


fers from choppy animations and overly 


smooth as glass if you've got 16MB of detailed? Well they are—in fact, a bit too 


82 sensitive movement controls. At times, | 90 RAM. With the herd meandering toward 15 much. One of the key strategies to the 
Playability felt as if | were on roller skates. The Playability Windows 95, maybe it’s time you consid- Playability §92™¢ is distinguishing the bad guys from 
game play environment reminded me of ered upgrading your system. | thought ordinary people. Understandably, they 
90 Rise of the Triad with its digitized char- 9] TekWar was quite good; the graphics 82 don’t stand out, so you must use your 
acters that would\leave a bloody mess are a damn sight better than Capstone’s discretion. But with thegraphies in all of 
ices when shot. The missions are somewhat cops last Doom clone, Witchaven. The control a cansnahs the environments being so busy, its hard 
90 challenging; even though they're just a 90 is excellent (as well as _user-config- 19 to see anything, Add choppy graphics 
matter of finding the bad guy, its the find- urable), with nearly the same interface and it really becomes eye straining. The 
Audio ing parta¢hat makes each mission a chal- Audio 5 Dark Forces. The video Clips of Wild Audio premise of the game is exciting—the fact 
| 87 | lenge. | liked the fact that you could ride 80 Bill dont add much thrill factor to the Ly that you need to keep your weapon out 
on subways,wshoot out glass windows game, particularly since they don’t give of sight and be discreet while you seek 
Manual and mirrors and watch scared pedestri- Manual you any information about the missions Manual out your foes—but seeing through the 
ans get run over by speeding buses. you'll be running. So sit back, pop a beer cluttered environment becomes more of 

Amusing at best, but nothing special. and let the emoting begin. a challenge than the actual game play. 


“THEY RAN THI 


ae AGENCIES IN. THE WORLD. 


WILLIAM COLBY OLEG KALUGIN 


FORMER DIRECTOR FORMER MAJOR GENERAL 


meters 
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SPYCRAT 


THE GREAT GAM E 


COMING IN FROM THE COLD THIS WINTER 


) Q UNCOVER A WEB OF SPIES Aé f ISION 
aes 6 AT ATT P:?//WWW.ACTIVISION.COM ® 


Activision is a registered trademark and Spycraft: The Great Game is a trademark of Activision, Inc. © 1995 Activision, Inc. All rights reserved. 
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Simisle: 


SRR SRO R ETOH SEES E SEH EH EEEEE DEES 


Can you 
find the 
balance 
between 
ecology 


Maxis 


eeeceeese 


seeeccees 


and 


economy ? 


SSSR ESSE SSS SSS SS ESESESSEEEESESESESEDSES ESE EEEESS 


Average Score 


Se Cee eee eeeeeeseseseseeeeeees 


LE 


$39.99 


THEGAME 


The depredation of the world’s 
: rainforests by commercial logging 
: operations has become a growing 
source of concern and controversy 
among politicians, business entre- 
preneurs and the general populace. 
The rapid process of deforestation 
threatens the existence of exotic 
plants and animals, as well as the 
way of life for the residing indige- 
nous cultures. Global warming 
and the depletion of the ozone 
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Missions in the Rainforest 
Distributed by: 


2 Theatre Square 
Orinda, CA 94563 
Phone (510) 254-9700 
Fax (510) 253-3736 


Developed hy: 
Intelligent Games, Ltd. 


Requirements: 
486/33, 8MB RAM, SVGA, 
DOS 5.0, 2xCD-ROM 


Recommended: 
486/66 


Controller: 
Mouse or Key 


Number of Players: 
One Player 


Available for: 
PC and compatibles 


Street Price: 


Files? Options 


Available on CD-ROM 


Graph Notebook 


Scare 


ee What was once a dense rainforest is now a barren wasteland of pollution and economic exploitation. 


3D and 2D maps provide aerial or ground-level perspectives of the island’s topography. 


layer, otherwise known as the 
Greenhouse Effect, can also be 
attributed to the burning and 
destruction of the Earth’s dimin- 
ishing tropical canopy. 

SimIsle: Missions in the 
Rainforest brings you deep into 
the realities currently plaguing the 
world’s rainforests as a provincial 
ruler representing a Far Eastern 
developing country. You are 
responsible for managing the 
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island’s vast resources 
including timber, oil, 
minerals, ore and exotic 
animal species, as well 
as maintaining relations 
with native villages. 

A team of special 
agents are at your dis- 
posal, each possessing 
various skills and abili- 
ties. Agents can be used 
to either protect the 


The Good: Solid ecological theme is both educational and trendy. The Bad: A manual about as easy to use as a Latin-Mandarin 
Chinese dictionary. The Final Word: SimCity 2000 is still the best Sim- game by a long shot. 


island’s vital resources a 
nage such resources as oil, coal, ore, 


and preserve or improve 

the way of life for abo- 

riginal villages, or exploit the 
island’s precious commodities for 
financial gain and turn it into a 
barren wasteland. If you find 
yourself torn between both sides, 
you can even venture into the 
moral grey zone and engage in 
eco-tourism. You have 
autonomous control over your 
island and its fate rests solely in 


wees Watch your island develop 


while your forest dwindles. 


gas, gold and most importantly, wood. 


your hands. 

SimlIsle: Missions in the 
Rainforest is the latest addition to 
Maxis’s series of Sim strategy- 
simulation games. There are a 
total of 24 different predesigned 
rainforest scenarios, including a 
random scenario generator for 
infinite game play. Each scenario 
is represented by an individual 
island and includes its own mis- 
sion objectives and developmental 
dilemmas in balancing the con- 
flicting demands of economic 


i 
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ny 


ae The Notebook function provides detailed 


information and beautiful illustrations. 


prosperity and environmental conservation. 
Other scenarios include drug-trafficking, 
tourism, UFO sightings and aboriginal mysti- 
cism, political elections, poaching, pollution 
and automobile production. 

You are given a predetermined budget to 
work with for each mission, and you’ll need to 
carefully manage your expenses and income 
accordingly. If you deplete your funds before 
accomplishing your mission objectives, you 
may wish to start again and implement a differ- 
ent strategy to avoid bankruptcy. You will need 
to watch the clock as well, especially since 
many of the missions require you to achieve 
results within a given time period. Don’t count 
on any merciful extensions. 

In addition to accomplishing any of the var- 
ious mission objectives for each scenario, you 
will also need to respond to circumstantial 
events invoked by your decisions throughout 
the game, such as ecological disasters or rare 
rainforest discoveries. The island will be 
dynamically affected by your mandate, and the 
consequential effects will be reflected in your 
score window. The score window displays your 
performance percentiles for world opinion, 
population happiness, ecology, industrial, 
developmental and the current balance of your 
available funds. You will only need to concern 


Frank 


Having played and immensely enjoyed 
SimCity 2000, | naturally expected 
Simlsile to provide the same value of 
entertainment and playability. 
Unfortunately, | found Simlsle’s game 
design and interface to be somewhat 
unfriendly; my success in any of the var- 
ious missions required me to familiarize 
myself with every available agent and 
correctly assign them to various loca- 
tions according to their special skills and 
abilities. At times | felt as if | were play- 
ing SimEmploymentAgency. Game play 
seemed to prohibit any kind of progress 
in any of vi missions, and | would con- 


Originality 


Playability 


yourself with those percentiles that are evaluat- 
ed within the selected mission. For instance, if 
the mission you choose requires you to pre- 
serve a rare animal species, you need not con- 
cern yourself with the industrial or develop- 
mental percentiles since they are not considered 
among the mission objectives. 

A variety of other useful tools are at your 
disposal for monitoring your progress. A graph 
window serves as your island’s surveyor and 
will display a number of different resources 
and factors with their respective incline or 
decline over a period within the last 50 days. 
Factors such as world opinion and population, 
and resources ranging from coal and oil to 
quality goods and cars are available for imme- 
diate assessment. 

Another helpful function is the Notebook 
button that will provide you with a database of 
detailed information regarding your island and 
game play conditions. The Notebook is divided 
into five categories consisting of Agents, 
Ecology, Population, Industries and Enterprise 
Zones. Each category is then broken down into 
a number of related subjects that will review 
that particular topic in-depth with accompany- 
ing photographs. Specific words are also hyper- 
linked for the convenience of cross-referencing 
with related articles of information. 


wee You are responsible for the survival of 


endangered species. 


Ted 


Simlsle is involved and very complex, 
and that’s the nicest way | can put that. 
Originality 


ed from the product, but beyond that, 
had absolutely no concept how to go 
about implementing that idea. | must 
admit, though, that if Simlsle had any- 
thing like a decent manual, the game 
would not score anywhere near as poor- 
ly. It is simply inconceivable that some- 
thing as obvious as, say, how to run a 
road from one site to another, could be 
SO egregiously overlooked in a Maxis 
product. This may seem like nitpicking, 


It's obvious to me that the game design- 
er had a very clear idea of what he want- 
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Eeoenute for Hire 


A team of 24 agents are available for hire, 
each possessing his or her own special skills 
and talents ranging from industrial engineer- 
ing to zoology. For each mission, you'll need to 
hire (or fire), train and assign each agent to a 
location on your island according to their spe- 
cial abilities for the task at hand. A database 
of agent profiles provides you with back- 
ground information for each agent, including a 
skill-level rating for their respective profes- 
sion. You'll be responsible for orchestrating 
your agents around the island in an attempt 
to accomplish the objectives. But watch your 
budget; agents aren’t cheap to employ and 
may prematurely exhaust your funds. 

SimIsle: Missions in the Rainforest fea- 
tures high-resolution SVGA graphics, complete 
with video clips and photographs of actual rain- 
forest plants and animals, and an exotic CD- 
quality soundtrack that will put you in the 
mood for some tropical excitement. SimIsle is 
now available on CD-ROM for PC-DOS and a 
Windows and Macintosh version are currently 
in development. So grab a pair of khakis and 
your sunglasses and head for the rainforest! 


Tasos 


How such a good series of games can 
go so bad I'll never know. Is there any- 
one left at Maxis who worked on the 
SimCity stuff? Simisle, and not too long 
ago SimTower, make good attempts at 
living up to the Sim line of games, but 
they fall terribly short and on their faces. 
It seems like the development of this 
game took off in the right direction full 
force and then ran out of fuel somewhere 
along the way. It lacks that polished bril- 
liance that SimCity 2000 had. Under that 
simulated island—somewhere—lies a 
good game engine. But it gets covered 
up by a terrible interface that won't let 


Originality 
Playability 


somewhere. 
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JUST A MINUTE...1 PROMISE!!! 


...ENGAGE TRACTOR BEAM ON ROCKET LAUNCHERS.../ 
... LAUNCH PROBE TO INVESTIGATE TERRAIN...M 


...PREPARE BATTLECRUISER FOR COMBAT... 


Revolutionary neural-net based AI system. 
Stunning SVGA space and ground based combat. 


Immense 3D galaxy with 12 Al-controlled alien species 
and 225 unique planets. 


Strategically manage and control your Battlecruiser 
and its resources including interceptors, ATV's, and marines. 


Derek omart s BATTLECRUISER S000AD. 
THE LAT TAUNG YOU LL EVER DESIRE: 
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Fg Available on CD-ROM 


Empire ii: 
The Art of War 


Distributed by: - 
New World Computing 
P.0. Box 4302 
Hollywood, CA 90078 
Phone (818) 889-5600 
Fax (818) 889-5682 


Developed by: 
White Wolf Productions 


Test your 
war- 
waging 
strategy 
skills 


against the 


Requirements: 
386, 4MB RAM, SVGA, DOS 
5.0, CD-ROM 


Recommended: 
486/33, 8MB RAM 


Controfier: 
Mouse or Keyboard | ee : % ¥ ; . a 
Number of Players: || Begstesncy cs RTOS, Seat. £2 eo as 
1-4 Players | is ate BPE te ete ype CHE ea 
Available for: 
PC and compatibles 


Street Price: 
$44.99 


za 6th Panzer 


Position: "2 


ement! 2 


Mo: 
Combat Stri 80 


Empire. 


es Friendly forces 


There are over 30 different ultra-realistic war scenarios to choose from, and the Scenario Editor 
allows you to create your own batties or modify existing ones. 


S36 


The Good: More unit types than you can possibly imagine. The Bad: Huge scope makes the game feel generic. The Final Word: A 
solid job on a project of this magnitude. 
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Get ready to put your warfare 
strategy skills to the ultimate test 
with Empire II: The Art of War, 
the latest edition in the battle- 
proven Empire series from White 
Wolf Productions. Only those with 
tactical prowess and a love of war 
will survive in this strategic war 
simulation set against the grand 
stage of human conflict. Engage in 
historic, modern-day and futuristic 


battles or create your own battles 
and campaigns, or modify existing 
scenarios with Empire II’s power- 
ful Scenario Editor. Factors such 
as intensive battle planning, 
resource management, deploy- 
ment, combat, geographic and 
weather conditions, supply line 
security and fortification are uti- 
lized, empowering you with 
uncommon micromanagement 


control. In Empire II, 
winning the battle is 


more important than } : 
Fes a a 1 


winning the war. = er Vd ewe 
| eece | 
Betle) we 


White Wolf produc- 
tions has incorporated 
their well-known intu- 
itive game interface with 
an advanced artificial 
intelligence engine for 
Empire II. A new game 
editor, numerous battle 
scenarios, high-resolu- 
tion SVGA graphics, 
digital sound effects, 


Take a step back into the past and deploy 
your knights and catapults for battle. 


COMPUTER GAME REVIEW 


modem and network play capabili- 
ties and over 40 minutes of origi- 
nal music are also featured. Game 
play additions include ranged fire, 
which allows you to attack from 
afar; unit stacking that enables 
you to place two units on the same 
square and new modifiers such as 
morale, weather and fatigue that 
will ultimately affect your combat 


Try your hand at cyborg 
warfare in the future. 


performance. 

Sequential game play mode 
puts you against the computer in a 
traditional turn-based environment 
in which your orders are executed 
immediately. Parallel game play 
mode allows you to play against 
multiple human players via 
modem or network in which 
orders are executed in a time- 
sequenced fashion for the “time 
span” of the turn. A Turn Time 
Limit option allows you to set a 
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maximum time that a human player can spend 
on a single turn ranging from | to 59 minutes. 
The handicap function permits you to assign an 
extra advantage or disadvantage to an individ- 
ual human or computer player. Handicaps will 
affect both ranged fire and combat calculations 
and results. The Logging option keeps track of 
all events that occurred during the game, pro- 
viding a comprehensive playback of the entire 
battle at any point. 

Intelligence reports and charts are also 
available during the game to display statistical 
information. The Movement Cost Chart indi- 
cates the movement costs for each unit type 
based on the terrain type used. The Combat 
Defender Chart reflects the modifiers to unit 
close combat while taking into account the 
types of units being attacked. The Terrain 
Combat Chart reflects modifiers to unit close 
combat considering the terrain characteristics. 
The Ranged Fire Terrain Chart reflects modi- 
fiers to ranged combat based on the target’s 
location and terrain type. The Ranged Fire 
Target Chart reflects modifiers to Ranged Fire 
of the unit type that is hit. And finally, the 
Sighting Chart which displays the modifiers to 
the sighting distances of the the unit types that 
are sighting and the unit types that are being 
sighted. 


Frank 


Since Empire II is so versatile, individual 
games will vary greatly based on the scenario 
that is being played. The maps in Empire II are 
two-dimensional grids of rectangular locations 
that can vary in size from 10 to 100 locations 
both horizontally and vertically. Battle strate- 
gies can become complex, however, the indi- 
vidual actions of the units are governed by four 
basic rules: units can move from one location 
to another; units can engage in combat; they 
can perform Ranged Fire and the units can 


change modes. Every action a unit makes costs 


a given amount of movement points, which is 
listed in the Technology Report. Since every 
turn represents the passage of time, these 
movement points should be considered as fur- 
ther subdivisions of that block of time. For 
instance, if a certain scenario is defined with 
turns of “1 hour,” and a unit type possesses a 
speed of 10, any movement step that costs 
three movement points means that the move 
will take 3/10’s of a turn to complete, or 18 
minutes symbolically. 

Combat will take place whenever a unit 
attempts to occupy another location occupied 
by one or more enemy units. However, if the 
moving unit is unable to enter that location due 
to the underlying terrain type, then that unit 
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the important facts necessary for victory. 


will not be allowed to attack the occupying 
unit. The effects of combat result in a reduction 
of strength or total destruction of the affected 
units involved. If a unit’s strength is signifi- 
cantly reduced, it will become demoralized and 
retreat from the battle location. Ranged Fire is 
another form of combat in which a unit pos- 
sessing ranged fire capabilities can inflict dam- 
age upon another unit located a distance away. 

Empire II includes 34 predefined scenarios, 
each designed according to a specific time peri- 
od while utilizing the respective weapons and 
technologies of that era. 


The War Editor 


Empire Il’s Scenario Editor allows you to cre- 
ate your own scenarios or modify existing 
ones. A scenario is composed of three parts: a 
terrain-definable map; a “technology” that 
defines the available units and their charac- 
teristics and scenario-specific items including 
unit allocations, reinforcements, controlled 
territory and victory conditions. With the 
Scenario Editor’s capabilities, you can recre- 
ate any historical or fictional battle. 


Ted 


Tasos 


One of the first things | look for in a good: 

war simulator is the interface. Since: 

Originality many of these games can be bogged: 
down by detail, the interface usually: 

710 makes all the difference between frustra-: 

tion and enjoyment. The other thing |: 
look for is plenty of easily accessible on-: 
screen information. In Empire Il, both: 
elements are fairly well thought out. The: 


Visual : 

interface often allows more than one way: 

my to give orders to your troops, and move-: 
Audio 
Manual 


I've never fully appreciated strategy sim- 

ulation games in the past; however, 

Originality much to my surprise, | found myself 
uncontrollably addicted to playing the 

8a numerous scenarios of Empire Il. | spent 
Playability 2 lot of time with this game and I’m proud 
to say that | was successful in defeating 

83 the computer in easy mode. The differ- 

ent scenarios provided diversified game 
play ranging from Medieval times to war- 

nn fare in the future, including historic bat- 
tles, while incorporating the appropriate 

war technology for that time period. | 


86. found the game interface to be self- 
explanatory, sparing me the expense of 


18. Empire || does several things very well. 
The best thing it offers is sequential play. 


Rather than each side taking turns, 

which is the norm for wargames, you can 
90 opt to play in parallel mode, with both 
sides taking their turn together. This is a 


19 hell of a lot more challenging than turn- 


Playability 


based wargaming, and | find that | prefer 
Visuals |t. The Al for the computer, while good, is 
not stellar. Despite this, grognards who 
can manage to maintain social relation- 
ships with other grognards will also enjoy 

Audio iy 
Empire ll. This is because it supports 


both network and modem play, and there 
is an axcenem scenario has built in. 


ment is simply a click and a drag. When: 
a unit, such as artillery, cannot be moved: 
until loaded up for transport, there is no: 
unfriendly lenin wal iy pel do it: 


city, ts | namé doesn't show on the map. : 
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“Witchaven is a ground-breaking 3D Fantasy Action/Adventure...” 
Dimension 3 


ternet’!! 


ime Head Monthly's “Best of In 
a Pacific HiTech 


Oescend INTO A OARK 
ANO GRUESOME 
NIGDTMARE! © 


A FIRST-PERSON, | 
MEOLEVAL ACTION 
AOVENTURE WITD 
ROLE-PLAYING © 
ELEMENTS © 


PTURE The FLAG! 
work play for up to 16 and 
ad-to-head Modem play! 


p and fly! Using the powerful + Wield medieval hand-to-hand = 
ngine, exclusively licensed weapons, cast spells & drink powerful 
: LMS... it’s like no other potions. : pies canal 


r Heart-pounding gameplay with + Explore tunnels, crypts, lava pits and 
Stunning SVGA graphics and a fully- secret chambers in dozens of intricate 


refidered 3D cinematic introduction. maps with endless puzzles and plots. 


‘ oN Visit Capstone Online: 

: a q T 2. — Web Site: bila aww. gatactiel inteaboe! INTRA Corp 
Software © 1995 IntraCorp, ig ‘served. Artwork © 1994 ¥ ——9 America Online (Keyword: Capstone); =a 
engine licensed from 3D REALMS ENTERTAINMENT. Witchaven, Capst@ne Cine. Software Creations BBS (508)365-9352; 

The Pinnacle of Eqtertainment Software are trademarks & raCorp,inc: * \N aP ane 
Hire, \ ” Ghterranwenrsormane To Order Call: 


me : Ne (800) INTRACO 


dungeon delving 
the way you like it 
-— fast, furious and fun! 
Fight your way through 
more than 25 eerie dungeons, 
each with 8 levels. Gxplore icy 
caverns, 3 ominous towers 
and a fantastic final dungeon! 
Battle over 60 different 

~ monsters. Avoid insidious traps. ; 

Solve brain-busting puzzles. Jump, fly and even fall if you're 
not careful. The d-D environment means you can look up, 
down, and all around. Gverything you view is in a natural 
perspective — including the evil Necromancer who waits at 
the end of your journey! 


y 


To order: Visit your local Available on CD-ROM if teste 


Cd Ce | for WINDOWS® 95 and x 
1-800-601-PLAY with VISA/MC 300 Interactive Multiplayer. Bonus! 


North America only). 
| “ | Includes Special Collector’s 


Edition Phone Debit Card — 
good for 5 Free Minutes on 
SSI’s Hint /- 
Line! 


\ 
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A MINDSCAPE® COMPANY 


} 


3D0 and the 3D0 logos are trademarks of the 3D0 Company. Windows is a registered trademark of Microsoft Corporation. ADVANCED DUNGEONS & DRAGONS, AD&D, DEATHKEEP, the TSR !ogo and all TSR characters, 
character names and the distinctive likenesses thereof are trademarks owned by and used under license from TSR, Inc. ©1995 TSR, Inc. ©1995 Strategic Simulations, Inc., a Mindscape Company. All rights reserved. 


Lieutenant Ryan! 
Given Lieutenant O'Leary's demise, 


Combat an : 
| 1 ge a es you are now waecond in command ; 
alien racé = boxan in 
° Santa Monica, CA 90401 oad 
and stop — = Phone (3101576-1888 ah 
; Fax (310) 576-1889 
the Nazis = pe 
* Motion, Inc. 
from : 
taking over ome 
the world. : aig 
Mouse or Keyboard 
One Player 
: PC and compatibles 
HE The 14.05. Victoria features omurious accommodations and the officers of the Royal Navy anxiously 
: $44.95 await to graciously accommodate your every request during your maiden voyage to the South Pole. 


Evil Nazis, space aliens, ancient civilizations and a plot to end the world. Timed action sequences may make 


you grumpy and irritable. A decent adventure game, even if it is too short. 


THE GAME 
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Assume the role of Lieutenant Ryan, a young U.S. Secret Service agent 
assigned to serve with the Royal Navy aboard the H.M.S. Victoria subma- 
rine during the dawn of World War II. The Nazis have discovered a dead- 
ly alien-like species trapped deep inside the ice of the South Pole. Your 
mission is to investigate this unusual discovery and prevent the Nazis 
from using these Prisoners of Ice for their formidable war machine. Time 
is of the essence and your success could determine the outcome of WWIL. 


Frank 


87 


Originality 


Prisoner of Ice opens with one of the 
most impressive cinematic introductions 
I’ve seen since Mech Warrior 2, and its 
story reminded me of a James Bond 


15 


Originality 


Ted 


The storyline is the real story in Prisoner 
of Ice. While the interface is not bad, 
there will be times when you'll just go 
“AARGH!” The game suffers from a far 


65 


Originality 


Based on the bizarre writings of the late H.P. Lovecraft, Prisoner of Ice 
will immerse you into a science-fiction realm of intrigue and suspense. 
Advanced motion-capture techniques provide lifelike character animations 
throughout 150 different SVGA settings. Easy-to-use point-and-click 
interface enhances the estimated 70 hours of game play, and CD-quality 
sounds and over 70 minutes of original music intensify the adventure. 
Can you save the citizens of the free world from the Prisoner of Ice? 


Tasos 

This is probably the best | Motion/H.P. 
Lovecraft game to date. Although there 
is nothing new in the way of graphic 
adventure innovations, for fans of the 


85 meets Indiana Jones adventure. The 83 too linear plot, as well as a certain brevi- 84 _ genre, it is enjoyable. The graphics are 
Playability puzzles were somewhat challenging, but Playability ‘'Y- | Managed to finish the game in just Playability "icely rendered and character anima- 
since the game utilized a point-and-click under 10 hours; most of the puzzles tions realistic most of the time. Though it 

86 | interface, solving any puzzle usually 85 could be adequately described as “too 78 is not terribly challenging, it will require 
became just a matter of trial and error easy.” Despite all of this, the. game did some thought to get through some of the 

renee with ean; for the fot-spot. alco en ree most essential ae of mene puzzles, caged Weis those are 
84 Communication and dialogue.with other 85 adventure gaming: It drew me in and simply using the right object at the right 
characters in the game is extremely lim- forced me, to Suspend my disbelief. The ' time or plaee. Since the cursor changes 

Audio ited, andlengthy screen transitions were Audio craphics are good if 320x200 mode, and Audio ‘4 signify a hot-spot, you will be spared 
86 experienced on a 486/66 with 8MB of 70 are exceptional in 640x480 mode. The 15 the usual hunting routine. The story 
RAM. | did appreciate the game’s auto- letterboxing of the screen may annoy Like premise is nothing unusual, but it does 

Manual save feattire during crucial moments, as Manual some, but! think it has a certain inherent Manual portray a certain atmosphere of sus- 


well as the built-in screen saver that 
would jump into the opening cinematics, 
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charm. You'll want to at least look at your 
friend's copy of this one. 


pense when applied to the setting. A nice 
adventure to kick back with. 


‘LA BLUE 
G@ITRL* 
Centuries 
ago, a 
ninja clan 
made a 
deal with 
the forces 
of the 
under- 
world. 
600 years 
later, 


Miko Mido, a beautiful ninja in training, must 


make sure that the sex-starved Shikma stay 
out of humanity’s way. Then Miko defends 
herself again against forces of evil. CD $24 


“FEMME 
FATALE 
FOR WIN- 
DOWS'’ 
Features 
a__ long, 
tantalizing 
AS fh 
NUDE full 
motion 
strip- 
tease 
video. 


Also 250 hot 24 bit images of 62 girls used 
with included puzzle. Load/save game, 


BMP, PCX, GIF, TIF, DIB, TGA, WAV audio 


and more. 


IBM INTERACTIVE 


CD Brothel $28 
CA College Girls ea$24 
Casting Couch $44 
Cheap & Dirty $19 
Club Cyberlesque $29 
Come Play With Me$36 
County Line $44 
Cyber Strip Blk Jack$44 
Cyber Strip Poker $44 
Cyber-Peep I-active$19 
Cyberpeep2ea $34 
Dark Tunnels $25 
Designer Bodies $36 
Desktop Mistress $49 
Desktop Voyeur1 $49 
Digital Dancing $32 
Dirty Debutantes 2 $39 
Diva - $49 
Dream Girl $28 
Dream Machine $38 
Dream Machine 2 $49 
Electric Swing $39 
Encyclopedia of Se-$49 
Fantasies l-active $35 
Fantasy After Dark $35 


Fox Pack $37 
Fun House $39 
Girlfriend Suzie $44 
Girlfriend Teri $39 


Girlfriend Tracy $39 
H-wood Body Double $44 
Hot Slots $37 
Hump Towers $44 
Internat’! Strip Poker$22 
Intimate Journey $24 
Intimate Possibilities $49 
Ladies Club Poker $26 
Ladies Club Pool $25 
Love S-aves $39 
Luscious Ladies $24 
Lust Connection $39 
Maddams Family $29 
Max t’ Naughty Dog$49 
Midnight Stranger $45 
Mind Teazzer $29 
Mind Teazzer 2 $32 
Mustang Interactive $42 


Nasty Parts $42 
Net Erotique $39 
Neurodancer $39 
Neuropak $54 
Nightwatch 1 $39 
Nightwatch 2 $39 
Nightwatch 3 $49 
Paradise Club $19 
Party Time $19 
Penetration $24 
Penthouse 2 $49 


Penthouse 1,3,4 ea $59 
Pleasure Zones $33 


Poker Party $45 
Po-n Mania $49 
Po-no Poker $44 


Private Pr-son $44 
Room For Rent $42 
Scissors N’ Stones $29 


CD $33 _ 


IBM INTERACTIVE 


Secrets Interactive $35 
See Some 3 Some $39 
Se- Therapy $59 
Se-ual Therapy $46 
Se-y Slot Machine $24 
Seymore Butts2 $49 
Sorority House $34 
Space Sirens ea $39 
Spy Club $49 
Strip Black Jack $44 
Strip Poker Pro $29 


Strip Pot cae 
Surfin’ Sam $39 
Teresa May $44 


Texas Table Dance $39 
Vampire’s Kiss $38 
Velvet Dreams $35 
Virtual Director $39 
Virtual Las Vegas $44 
Virtual Se- $39 
Virtual Se- Shoot $52 
Virtual Strip Tease $26 
Virtual Valerie 2 $39 
Virtual Vixens $24 
Virtually Yours ea $49 
WanderLust $44 
Wheel of Fantasy $26 
Winner Takes All $39 


IBM MOTION 


8 is Never Enough $24 
A Little Irresistable $24 
A Sensous Summer$25 
AWomans Touch $26 
Above the Knee $24 
Adult Superstars $26 
All Night Long $24 
All the Way Up $16 
Amateur Models 3 $25 
American Swthearts $25 
Amorois Asian Girls $29 
Angel of Passion $24 
Asian Ladies 1 or 2 $39 
Babe Patrol $24 
Babes Illustrated 2 $25 
Bachelor Party ea $24 
Bachelorette Party $22 
Bck Door Lambada $24 
Back Door Mistress $36 
Bad Company $24 
Bankok Beauties $19 
Bare Exposure $25 


Bedman & Throbbin $16 
Best of Blonds $26 
Bikini Beach $44 
Blind Spot $24 
Blond Justice $25 
Blondage $24 
Bobbit Uncut $32 
BodyCello 6 Pack $49 
Bone Alone $25 
Bonnie & Clyde $26 
Breaking It $26 
Born to Love $19 


Busting Through $24 


FRIEND | 


personality 
available. | 
‘Girlfriend | 


_ sound effects unlike anything else available. Tracy is | 
ready and waiting for you to teach her things, your hob- 
; 


| bies, your favorite topics, andmuchmore. CD$39 | 


RS&MS ~~ 


' Ashley Phillips, will fly the sexy skies looking for the 
__ City's hottest action. When your radar spots a target 
| just hover over and watch these couples perform for — 
you in the privacy of their own homes. 


iBM MOTION 


Butter Me Up $19 
Cafe Flesh $24 
Cat House $24 


Candy Snacker $24 
Candy Stripers $29 
Channel Blonds $26 


Cheating $24 
Cheeky Chicks $15 
Climax $15 
Club 69 $16 


Computer Girls $19 
Curse of Catwoman$24 
Dangerous Blondes $29 
Day Dreams $25 
Days Gone Bi $25 
Depraved Fantasies$25 
Desert Passion $25 
Dinner Party $39 
Dirty Bob’s Advent $19 
Dirty Debutantes $24 
Dirty Little Cartoons$24 
Double Down $24 
Dripping with Desire $32 
Elements of Desire $34 
Endangered $29 
Endlessly $24 
Erotic Encounters $22 
Erotic Film Sensatn $22 
Exchange Student $24 
Exposure $24 
Fantasies 2 $26 
F.A.O. 1-3 ea $19 
Film Club Saychelles$32 


Flesh Tones $24 
Freak Club $26 
From China w/Love $24 
Future Kink $24 


Ghostly Desires $24 
Ginger Unlimited $25 
Girls Doin’ Girls $25 
Girls Gone Bad $26 
Girls of Pleasure $26 
Girls on CD $25 
Girls on Girls $22 
Girls with Girls $29 
Glimpses Interactive $24 
Go Digital V. 2 $14 
Hidden Obsessions $25 
Hippies in Heat $16 
Hollywood Babylon $19 
Hollywood Glamour $34 
Hollywood Scandal $19 
Hot Dog Girls of FL $24 


Hot Lovers $22 
Hot Shorts $26 
Hot Stuff $19 
Hot Talk $16 
Hyperkink $16 
Ice Woman $24 


If Looks Could Thrill $24 
Immortal Desires $25 
Indescretion $29 
Kelly Eighteen $24 
La Blue Girl ea $24 
Lap Dancer $25 
Lap of Luxury $25 


voyeurism 
has you 
looking for 
love in all 
the right | 
places. You — 
and your 
tantalizing 
co-pilot, 


CD $24 | 


iBM MOTION 


Legend 4 $25 
Legs, Lace, Lingerie $24 
Lethal Passion $26 
Loads of Fun 2 $19 
Love Bites $26 
Luscious Lips $15 
Main Street USA $26 


Mark of Zara $38 
Mask $25 
Mata Hari $28 


Maximum Moments $34 
MenageATrios $26 
Mind Shadows $24 


Model! Wife $24 
Model’s Memoirs $22 
Models Ext. $24 


Mystique of t’ Orient $24 
Nasty Neighbor Gris $29 
New Machine 6 Pck $42 
New Lovers $24 
Nice But Naughty $16 
Night Creatures $26 
Night Trips 2 $25 
Night at the Drive-In$26 
Novel Desires $33 
One Nine Hundred $29 
Only the Very Best $26 
Oriental Action $26 
Oriental Treatment 3$28 
Parlor Games $25 
Passion Files $16 
Pink Baroness $16 
Pleasure in Paradise$25 
Project $36 
Racquel Released $24 
Racquelle in the Wild$24 


Raunch $38 
Red Chair $16 
Romsoft Six Pack $39 
Secrets $24 


Select a Pet 2 $29 
Seymore Six Pack $39 
Shame $24 
Shaved Bunnies $19 
Star Bangers 1-4 ea $26 
Streets of NY $24 


Suite 18 $24 
Super Model #1 $24 
Sweet Juices $16 
Swingers Worldwide $34 
T&A to the Max ea $16 
Taboo 12 $25 
Taking It Off! $25 
Tempted $24 


Tight Squeeze $15 
Tokyo Nightlife $59 
Tongue Tied $16 
Topless Dancer $29 
Totally Exposed $24 
Tracy Loves You $19 
Urotsukidoji Collect $48 


Vagablonde $24 
Vice $24 
W Pink TV $25 
Wager of Love $25 
Wet Dreams $18 


VALERIE 2’ 
The queen 
of cybersex 
is back! 
Virtual 
Valerie 2 is 
the ultimate 
in cyberotica 
and the 
embodiment 
of every red- 
blooded 


music score combine to create a mind 


sizzling 
blowing sextravaganza! 


| eling, tantalizing animation, erotic sound effects, and a 


CD $39 


‘CRYSTAL 
FANTASY’ 
Venture 
through 
the cave of 
lust and 
find the 


crystal. 
Interact 
with the 
sexiest 
young jew- 


els of the Mac-Daddy harem. Take snapshots 


of the girls and play with them in your own pri- 


_ vate portfolio. Six highly interactive, three 


_ dimensional gorgeous babes! 


| ae 


i6BM STILLS 


3D Darling $34 
3D Dream Girls $25 
Adult Palate 2 $22 
Adult Picture Library $15 
All Beauties $24 
Amateur Models $22 
American Girls 2. $29 


American Pie $19 
Art of Olivia $30 
Asian Hot Pix $19 
Asian Palate $24 


Asian Pleasures ea $39 
Babe Watch 3D $26 
Babes on Bikes $39 
Barely 18 $39 
Bodacious Beauties$34 
Captured Elegance $24 
Celebrity Nudes $25 
Couples $39 
Danish Fantasies $39 
Danish S-x 1-3 ea $22 


Domin-A-Trix $19 
Erotic Fantasies $26 
Erotic Giant $24 
European Erotica $29 
Eurotica $19 
Exotic Poses 1 $22 
Exotica $39 


Extreme Delight $28 
Girls of Risque $26 
Girls of Spice 2 $24 
Girls of Vivid 2 $19 
Girls, Girls, Girls $29 
Hard Core GIF's $29 
Heavenly Bodies ea$39 
High Volume Nudes$28 
Hooter Heavens $36 
Hot Girls $24 
Hot Pix $24 
International Beauty $24 
Jigsaw Pinups $20 
L.A. Lust $19 
La Femme Venus $29 
Lady in Spain $29 
Lesbian Lust $19 
Northern Delights $32 


More Nrthrn Delight$34_ . 


Nova Collection 2 $24 
Ona Zee $34 
Overexposed $28 
Pixels of Passion ea$26 
Private Video Mag 1$29 
Public Fantasies $29 


Select A Pet $29 
Sensuous Girls 3-D $29 
Shaved Pink $25 
Sizzle $26 


Southern Beauties $34 
Stripping Hot Girls $24 
Super Smutware $26 
Sweet Cheeks $26 
Sweet Dreams $29 
Tabloid Beauties $30 
Tokyo Glamour Girls $29 
Total Fantasy $24 


Visions of Erotica $29 


CD $44 


3DO0O ADULT 


Blond Justice $29 
Channel Blonde $29 
Death Mask $49 
Endlessly $29 


Hot Rox- $29 
Immortal Desire $29 
Intimate Journey $29 


Love Bites $29 
Mind Teazzer 2 $29 
Neurodancer $39 
Pleasure Zones $29 
Plumbers $39 
Spr Models Go Wild $29 
Takin’ It Off! $29 


The Coven $29 
Voices in My Bed $29 
Winner Takes All $29 


CDi ADULT 


Above the Knee $26 
Affairs of the Heart $26 
Amateurs in Action $25 
American Blond $26 
Angel of Passion $29 
Babes Illustrated 2 $25 
Bad Company $26 
Bad Girls 1 or 2 ea $26 
Bankok Nights $26 
Battle of Superstars$26 
Black Broad Jungle $25 
Blind Spot $26 
Burning Secrets $25 
Casting Call 2 $36 


Cat House $26 
Channel Blonde $26 
Cheating $26 
Close to the Edge $26 
Crazy w/the Heat 3 $25 
Day Dreams $25 
Dirty Looks $26 
Endlessly $26 
Exposure $26 
Forever Young $26 


Ice Woman $26 
If Looks Could Thrill $26 
Intimate Journey $26 


Justine $36 
Killer Looks $26 
Mask $26 
New Lovers $26 
Night Train $26 
Novel Desires $29 
Parlor Games $26 
Passion Files $20 
Red Chair $20 
Shame $26 
Super Model $26 
Swindle $29 
Taboo 13 $25 
Target of Seduction $29 
Tempted $26 
Things Change $36 
Vagablonde $26 
Vice $26 


Wicked Whispers $25 


‘VIRTUAL 


secret . 


F] 
5 


j 


_ 
C2 
= 
= 
Se 
— 
— 
ee 


THE ULTIMATE 


Ate &~ 
ihren + 


Vy wigs 
i ead 


GET 24 ISSUES ' 


vy DELIVERED EVERY TWO WEEKS FOR \ 
hest video _ “ew for 
The biggest 4 sew revieWS: INS, codes a with mor 
Me Mag een es info on the than an blowout 
first info y a 
guts and tHe Necessay Jazine! 
ew games: Y Companig 
hottest 1 N to Egan 


USE THE SPECIAL SAVINGS COUPON IN THIS ISSUE TO ORDER NOW OR 


CACC 1.866.846.8563 


OR VISIT THE NUKE INTERNET INTERFACE TO START YOUR 
SUBSCRIPTION ONLINE AT http://www.nuke.com 


©1995 Mortal Kombat® 3 is registered trademark of Midway® Manufacturing Company. All Rights Reserved. Virtua Fighter 3, all related character and indicia are trademarks of Sega Enterprises, Ltd. © 1995. All 
Rights Reserved. EGM and EGN2 are registered trademarks of and Electronic Gaming Monthly is a trademark of Sendai Publishing Group, Inc. © 1995 Sendai Publishing Group. 


» 
> 


a 


pe 


a 
S 

2 

itt 

é 


Hexen™ ©1995 Raven Software, Inc. All rights reserved. Created by Raven Software, Inc. Published by id Software, Inc. Distributed by GT Interactive Software Corp. Hexen trademark and logo, character names and 
distinctive likeness thereof are the exclusive property of Raven Software, Inc. The id Software™ name and logo are trademarks of id Software, Inc. GT™ and the GT logo™ are trademarks of GT Interactive Software Corp. 


Be re ee eee SPOIL MEL TOG L OSCE E CES OO 88S ESET ODER ESTEE ESSS C864 O89 D RSS OOS ESE SCE NET SOESE CUESET CC6 054.649 665606664 6 OCTETS 6 COCR EPESEEEES OUEST SESED CEES COCERD EADS D0 anes $0605) 60060060 US USS pads cp SOCRUAdSS SE SERS C0 656s NEUES OC RUSS s CUA SOL De rineiaeenvase, 


Help to 
topple an 
empire of 
corruption 

in Origin’s 
latest 
thriller. 


$59.95 


Distributed by: 


Origin Systems 
5918 W. Courtyard Drive 


Austin, TX 78730 
Phone (512) 434-4263 
Fax 794-8959 


Developed by: 
Origin Systems 


Requirements: 
486/66, 8MB RAM, SVGA, 
DOS 5.0, 2x CD-ROM 


Recommended. 
Pentium, 12MB RAM 


Controller: 
Mouse or Keyboard 


Number of Players: 
One Player 


Available for: 
PC and compatibles 


Street Price: 


Fe 


‘74 Available as CD-ROM 


This guy must be the toast of the town! Incredible graphics and attention to detail make Crusader an 
eye-candy fest. 


The Good: Check out the big picture above. Figure it out. The Bad: Navigation is initially difficult. Practice makes perfect. The Final 
Word: From the ashes of Ultima Vill, Origin pulls out a winner. 
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Venture 
200 years into 
the future 
where the 
world labors 
under the iron 
fist of the 
World Economic Consortium, a 
collective conglomeration of the 
world’s governments committed 
to imposing their own law and 
order without any consideration 


for the will of the people. 
Freedom of thought and behavior 
are oppressed by an elite military 
force known as the Silencers, and 
you are one of them. However, 
your role as a Silencer has begun 
to torment your conscience, and 
the piercing screams of the count- 
less victims you ruthlessly mur- 
dered haunts your every thought. 


To regain your sanctity, you final- 
ly decide to defect from the WEC 


and fight for the 
Resistance. The 
Resistance is composed 
of a global network of 
individuals dedicated to & 
fighting for the ideals of B 
freedom and individuali- @ 
ty. Their solemnly sworn 
primary objective isto § 
overthrow the WEC by 
conducting armed preci- 
sion strikes utilizing 
guerrilla tactics and tak- 
ing full advantage of the 
element of surprise by 
maintaining an absolute cloak of 
secrecy. Your duty is to perform 
these surgical strikes against the 
WEC without remorse. 

Welcome to Crusader: No 
Remorse, a high-intensity, mis- 
sion-based action game featuring 
SVGA graphics, 3D-rendered ene- 
mies, 16-bit digital speech and 
sound and over an hour of live- 
action video. There are over a 


Increase this guy’s lung capacity with the 
GL-303 Grenade Launcher. 


dozen multilevel missions, each 
with multiple objectives and hair- 
raising, explosive situations. 

As a Silencer, you are given a 
vast array of destructive weaponry 
ranging from semi-automatic pis- 
tols and land mines to grenade 
launchers and plasma rifles. Each 
projectile weapon requires its own 
kind of ammunition, while each 
energy weapon requires an exter- 
nal battery or similar power sup- 
ply. Other toys include remote- 
controlled spider bombs, Detpac 


Use either the lonic or 
Plasma Shield for protection. 
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SS Waste the enemy as he helplessly beams 


in on the teletransporter. 


and Limpet mines, Ionic, Graviton and Plasma 
Shields. Medikits and Health Stations are also 
randomly placed throughout the levels for 
health, as are batteries, power cells and 
Recharge Stations for rejuvenating energy. 
The Crusader environment is loaded with 
useful and not-so-useful devices that will ulti- 
mately affect your success in your missions. V- 
Mail Stations and Data Terminals keep you up 
to date with the WEC’s activities and commu- 
nications. Footlockers and safes should be 
checked for useful equipment and remember to 
check the bodies of the deceased for the same. 
Wall Cameras are just about everywhere and 
will alert the WEC of your existence. You can 
cancel the alarm by using the flashing Alarm 
Box. Teletransporters are also located through- 
out the complex for transport between levels. 
You'll be up against several different kinds 
of WEC armed personnel and security ser- 
vomechs. The least of your worries 1s the civil- 
ian armed Guard; poorly trained and unmoti- 
vated, he carries a BA-40 or BA-41 semi-auto- 
matic pistol. The average WEC soldier is usu- 
ally better trained, sporting a BA-41 or PA-21 
laser pistol, and he will defend his position 
according to SOP. The members of the WEC 
Special Forces Unit will pose a considerable 
threat to you. Each member is armed with 


Frank 


Crusader bears a strong resemblance to 
Relentless: Twinsen’s Adventure, as far 
as visual perspective and control inter- 
face are concerned. It took some time to 
become acclimated with the keyboard 
control scheme, so | eventually broke 
down and plugged in a programmable 
gamepad, which made controlling the 
game a bit easier. | was especially 
impressed with Crusader’s super-sharp 
SVGA graphics and close attention to 
minute detail. There was always more 
than one way to kill an enemy, whether it 
be with bullets, fire or toxic waste, and 
their corpses would realistically remain 
in place ageording to theifemethod of 
death. Searching ‘the/bodies for useful 


either a PA-21, PA-31 laser rifle or a PL-1 
plasma rifle, and protected by a uniform with a 
built-in nuclear-biological-chemical protection. 
The members of the Special Forces are well 
trained and motivated. The elite of the WEC’s 
conventional forces is the Enforcer. Armed 
with either a PL-1 or an AC-88 riot gun and 
protected by a plasma shield and NBC gear, the 
Enforcer is extremely deadly in any situation. 
However, your greatest adversary is your for- 
mer fellow Silencer. Armed to the teeth and 
protected by a rigid plastic-armor plating, the 
Silencer is the ultimate killing machine. 

The WEC has also invested into a great 
deal of cybernetic research, developing several 
servomechanical droids to supplement human 
labor and security reinforcement. The oldest 
and most common is the MS-40 “Roaming 
Susan,” a general-purpose servomech with an 
advanced processor for personnel recognition 
and security programming. The MS-40 is 
armed with an internally mounted .40 pistol; 
however, they pose little threat by themselves. 
A far more advanced humanoid variation of the 
MS-40 servomech is the MS-110 “Android.” 
Not intended as a defensive weapon, although 
it does possess security capabilities, the MS- 
110’s advanced cybernetic brain allows it to 
perform complex technological and laboratory 


ae High-powered explosions can have a detri- 


mental effect on nearby enemy forces. 


Ted 
Originality 


Playability 


object, not Ln decoration. Shoot a boil- 


Want a game based on the Ultima VIII 
engine but with a workable interface? 
‘Course ya do! Crusader: No Remorse is 
a light-hearted romp through a world 
replete with the happy jingles of Big 
Brotherism. Although the character con- 
trol is a little jerky and game objects tend 
to exude a physical presence well 
beyond their visual one, this game is 
very playable. The graphics are excep- 
tional, with an eye toward detail well 
beyond any of the Ultima games. The 
really nice feature about these graphics 
is that each object is treated as a real 
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Trading with Weasel 


When you manage to find yourself at the rebel 
base between missions, you'll want to visit the 
bar and find the Weasel, your friendly neigh- 
borhood black market weapons dealer. The 
Weasel has the latest in guns and ammunition 
supplies, but you'll have to haggle with him if 
you want a deal. Interacting with the Weasel 
can be accomplished by means of pop-up 
interface screen that will allow you to cycle 
through his impressive inventory. The Weasel 
will take credits or give you credit on a trade 
should you decide to upgrade your arsenal. 
Remember that you can only carry five 
weapons, so you'll have to drop one weapon if 
you chose to buy another one. 


tasks. The AP-4210 “Thermatron” is a mobile 
anti-personnel weapon platform that can be 
controlled remotely by civilians with direct 
Security Cartel authorization. Armed with a 
rapid-fire machine gun, the AP-4210 should be 
approached with caution. The advanced succes- 
sor to the AP-4210 1s the AP-4400 “Vetron” 
which features more sophisticated weapons and 
can handle more complex and flexible pro- 
gramming. 

You're on your own from here Crusader! 


Tasos 
Ever feel like going on a romp through a 
factory for the sake of a higher good? 
With highly detailed SVGA graphics 
there is plenty to shoot and explore, or, 
for you passive types, vice versa. The 
game utilizes a clever Al that gives the 
impression that someone else is watch- 
ing. If you set off an alarm, armed guards 
will pursue you until you hit a button on 
the wall and shut it off. Though it may not 
be very realistic at times since you'd 
think security would catch on that some- 
one has infiltrated and send all of their 
manpower after you, it is a computer 
game and entertainment is its higher 
purpose. Topapiagace atefirst may feel 


Originality 


Playability 


items ee je moneronous a while, 


This is 

il problem, Mowever, since the 

rest of the game is just 0 much fun to 
well. play. 


adventure in ee a the Moc folks at 
Origin can. 
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Get “Back To Basics” 
With %e Yau 


iiianaveneil 


If your golf game hasn’t been up to 
“par” lately - get “back to basics” with 
the FUN-damentals of golf in TEE TIME. 


- Your drive is a “slice” of life. Yaue short game 
is taking too long and your long game has 
come up short. Your putting has all but =m ~ 
“Puttered” out. And the “grass seems (EMG surroundings 
greener on the other side of the sandtrap.” If So ee 

all this is happening to your game, ies 

_ time...in fact it’s TEE TIME to get “back to 
: basics” with the FUN-damentals of golf. 


FORE that reason, we want you to appioech 
your game with our game and an entirely 
> New attitude--LIGHTEN UP AND HAVE FUN! : 
: TEE TIME brings a sense of realism to the Rete: veut Se capes 
game _ with championship SOU course a a slice or a hook! 
_ Challenges that are second to none. Watch — ae = 4 
_ out for the tricky par four dog-leg 
of the sand raps and water haza 


WVGhicen--your chances will be “rough” to: se: 
make Lie hole in par. o 


For more information 
Visit your local retailer or 
Call 1-800-GAMETERs 


The greens are beautiful . . . 
but tricky! 


; meTek (FL), Inc. 2999 Northeast 1918 t Street, Suit » 50 


ZERO 


3 
RA 
x 


Ask for Absolute Zero at your local software retailer or call us direct at 1-800-695-GAME. 


Circle Reader Service #220 


Change the 


Available on CD-ROM 


The Avalon Hill Game Co. 


° 4517 Harford Road 
OUutCcOMe Of * Baltimore, mp 21214 
> Phone (4101 254-9200 
WWII as — = Faxta101254-0991 
either the : Atomic Games, Inc. 
Allied or ° 386.4 MBRAM, SVGA, DOS 
> 6c 
AXIS 5 eee 
powers. Same as ahove 
; Mouse or Keyboard 
1:2 Players 
Average Score * PC and Macintosh 
79 ° $59.95 


way? 


aff Duties Planning Phase 


ust Ie 


oo Direct land, air and sea forces into battle. Fire artillery barrages while conducting armored assaults 


on enemy positions. Intuitive point-and-click interface provides complete control over the action. 


All of the bells and whistles you want from a military sim. 


Solid entertainment value for the strategy enthusiast. 


THE GAME 
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D-Day: America Invades is Volume III of the World at War series from 
Avalon Hill. Take command of the action as a WWII general for the U.S. 
or German forces in this historically accurate strategic war simulation 
game. Play against the computer or another player on the same machine 
or another via electronic mail (PBEM) which supports such networks as 
Internet, CompuServe, GEnie, America On-Line and Prodigy. Choose 
from seven different strategy-intensive scenarios: Bradley’s Nightmare; 
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Playability 
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Visuals 
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Frank 


D-Day is one of the more complex strate- 
gic war simulation games I’ve played, 
requiring quality time with the game 
manual in order to survive. Fortunately, 
the game manual is laid out in a highly 
organized manner and explains every 
function in detail. | was also very thank- 
ful for the game’s Quick Start instruc- 
tions that got me up/and fighting in a 
matter of minutes. D-Day’s SVGA graph- 


| ics are a step up from the utilitarian 


blocks and hexes typical of the strategy 
game genré, but still depicts battle in a 
unimpressive 2D format. My major com- 
plaint is D-Day’s lack ofvan installation 
program; ‘even though ts on CD-ROM, | 
had to create its own directory and copy 
it off CD though DOS. What year is it? 
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Originality 
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Playability 
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Ted 


Avalon Hill and Atomic Games have 
teamed up again, and the results are, as 
usual, great. If you've never played an 
AH wargame before, the interface will 
confuse you; stick with it, because it’s 
well worth the effort. In a similar vein, 
don't expect great things from the manu- 
al, since it was written by and for 
wargamerts. Theiinfo you'll need to play 
the game is in there, but the organization 
may send you into either a catatonic stu- 
por or fits of rage. The scenarios are all 
standard fare for a title like this, so don’t 
expect anything new in that arena. What 
you can expect is a terrifically playable 
game, replete with wargaming brilliance. 
Points off for AH’s seeming inability to 
include modem play in any of its games. 
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Audio 


81 


How many times do we have to fight this war any- 


SS Counterattack; Saint-Lo; Utah Beach; Operation Cobra; Omaha 
Beach; and Campaign Game. Features such as “Limited Intelligence” and 
“Fog of War” provide realistic information blackouts on the battlefield 
during combat. A full-color map of the Normandy battlefield is included, 
as well as a Quick Start instructional manual and Game Guide containing 
detailed rules and strategies. Macintosh requirements are as follows: Mac 
or PowerMac color, SMB RAM, System 7.0 or better. 


Tasos 


These Atomic war games are for those 
who like playing board games of this 
type and. don’t always have someone 
else to play with. The Al, as usual, will 
provide the challenge after you've bat- 
tled the interface. If you've played one of 
these games before you'll know what | 
mean, but then again, you're probably 
used to if. Once you are, there’s not too 
much ofa struggle. Yet, a good inter- 
face is not something you should have to 
get used to, | personally find it a bit 
tedious when | have a large number of 
troops under my command and have to 
deal with orders to each one individually. 
| like to be able to take @ group and have 
them perform a similar task. Until | see 
that, these war games won't get my vote. 
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BEAR’S _ 
LEGACY 


MECHWaRRIOR 2 QD si) 
EXPERIENGE WITH AN ALL-NEW 
CLAN, OVER A DOZEN UNGONQUERED 
MISSIONS, FOURTEEN DIFFERENT ’MECHS 
AND A VARIETY OF UNEXPECTED 


ENVIRONMENTS — INGLUDING ICE AND 


UNDERWATER SGENARIOS. 


INCLUDES 


ERMC SIrVELY FOR USE WITH 
NETWEGH 


® 
EIGHT 
PLAYER 


PACK 


MECHWARRIOR 2 FOR 
WINDOWS” 95 EXPLODES 
ONTO CD-ROM THIS FALL. 
MECHWARRIOR 3050 
ALSO AVAILABLE FOR 
SNES. 


PLOW YOUR WAY TO 
HTTP://WWW .ACTIVISION.COM 


Activision is a registered trademark of Activision, Inc. © 1995 Acti _ All rights reserved 
BattleTech and 'Mech are registered trademarks and NetMech, Ghost Bear and Ghost Bear's 
® FASA CORPORATION. © 1995 FASA CORPORATION. Windows is a registered trademark of the NV 


Supreme Warrior 


Why are 
Shaolin 


monks 
always so 
damn 
hard to 
kill? 


57 


Distributed by: 
Acclaim Distribution, Inc. 
One Acclaim Plaza 


Phone (516) 656-5000 
Fax (516) 656-2030 


Developed by: 
Digital Pictures 


Requirements: 
486/33, 4 MB RAM, VGA, 
DOS 3.2 or Win95, 2xCDD 


Recommended: 
Pentium, 8 MB RAM 


Controller: 
Keyboard 


Number of Players: 
One Player 


Available for: 
Mac, PC and compatibles 


Street Price: 
$49.99 : 


Glen Cove, NY 11542-2708 


“1 want TEN hamburgers! Do you hear me?! TEN! | need to feed all these people behind me, and | 
need to feed them NOW! Are you listening to ME?!” 


The Good: Nifty face paint and costumes make every game feel like Mardi Gras. The Bad: Where should we begin? The Final 
Word: Cheap karate movies (even the really bad ones) offer a lot more bang for your buck. 
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The mask of Wei Jian Tsen is about to be rejoined. It was broken in two 
many years ago, divided by Wei Jian Tsen himself so that no one could 

harness the full power of the mask. It is a mystical talisman representing 
the mastery of good and evil by the perfect warrior, Wei Jian Tsen him- 
self. Wei was betrayed and killed by his own son, Fang Tu, who is even 
now trying to uncover both pieces of the mask. He is under the thrall of 
the dark and evil Black Lotus Cult, and he will do anything in order to 


Originality 


Playability 


Frank 


Supreme Warrior is a cross between 
Mortal Kombat 3 and Johnny Mnemonic, 
combining FMV sequences with a first- 
person perspective. Game play consists 
of pressing the appropriate key combina- 
tion to attack or defend, followed by the 
opponent's FMV response. The FMV 


for the PC, | would recommend staying 
away from this one. It’s pretty weak. 


Originality 


Playability 


Ted 


What a piece of...! Supreme Warrior is a 
neat concept with boundless mistakes. 
First off, there’s the full motion video: 
There’s enough of it to choke a horse 
with, and only those blessed with the 
most expensive hardware will be able to 
get anything like a decent frame rate out 
of it. And, because it is an FMV game, it 


5 great in 
a game like Doo /feason you 
are given ranged weapons in Doom. 
Don’t even bother. 


have the full power of the mask under his control. With it, he could domi- 
nate the world. You are a Shaolin monk, trained in the ways of Shaolin 
kung fu, and you are the most powerful fighter the Shaolin have. You 
must face the minions of Fang Tu, and ultimately Fang Tu himself, in an 
epic struggle for world domination. The forces of good must hold both 
pieces of the mask. Can you overcome the forces of darkness and defeat 
Fang Tu? Can you be the Supreme Warrior? 


Tasos 


Digital Pictures keeps putting so much 
live-action video into their games and | 
still haven’t figured out why. Arguably, 
it's not that any of their games are really 
bad, it’s just that they are never really 
good. They are certainly novel for a 
while, and it seems like that’s what 
they're after: To attract a few buyers 


who we xperience 
so that’ for a few 
hours. Ad uction in 
Supreme bly good, 
but the gan hat you'll 


struggle 


for dollar, 
there are better fighting games out there, 
though they don’t use video in this way. 
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second-guessing refs and snarfing down pretzels is nothin. 


try making 300 critical calls in 
under Pr Seconds each whil 
answering to a Side of veet. 


SUPER BOWL ale SWEEPSTAKES ; it = sees : é By If you're an indecisive twit, move 

7 ies. «Pm on. NFL Instant Replay’s the real 

TRY THIS ONE: ' “ pc ers ~ = thing. Over 300 full-motion video 
A Redskin punt touches a 49er blocker downfield. A “ : ; 

Redskin picks up the ball and runs into the end zone. 

What's the call? The 

Redskins’ ball; atspot of recovery = right answer could land to be right. You’ve got to be fast. Pitted 


NFL plays on PC CD-ROM, narrated 


by Pat Summerall. But it’s not enough 


you and a friend in against the clock or a buddy, choose the 
Arizona next January 
for Super Bowl XXX. 


TD Redskins o regular season, playoffs and into the 
Hint: The correct answer is 


printed on the NFL Instant 


49ers’ ball; at spot of recovery Replay packages found at Consult the complete NFL rule book that’s 
your local software retailer. 


Redskins’ ball; after 5 yd. penalty 


from spot of recovery right answer and move through the 


Super Bowl round. Dispute a _ ruling? 


included in hypertext form. But why? sa ; 
No purchase necessary. Sweepstakes ends 12/31/95. ia DH i LI DS 


Call 1 -800-340-7888 for entry details. You’re a walking rule book, right? 
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Search the = sanetuary Weeds 
1825 South Grant Street 
world Over = sanMateo, CA 94402 
Phone (415] 286-6000 
for the Fax (415) 286-6010 
SOLUtION tO = Sanctuary Woods 


an ancient 


Chinese 


riddle. 


Average Score 


DOS 5, 2xCD-ROM 
486/33 

Mouse or Keyboard 
One Player 

PC and compatibles 


$59.95 


any gamer, believe it or not. 


THE GAME 
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Travel back to 1936 and assume the role of the famous explorer and col- 
lector of the bizarre, Robert Ripley, in his quest to solve the 2,000-year- 
old Riddle of Master Lu, which could ultimately shift the balance of 
world power. Search the globe for clues with your female compatriot, Mei 
Chen, while collecting oddities for your museum back in New York City. 
But watch out! An evil nemesis is also in the process of discovering the 
secret of the riddle, and it is up to you to beat him to it. Your success 
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Playability 
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Visuals 


89 


Frank 


As a third-person adventure game, The 
Riddle of Master Lu revolves around an 
intriguing story that involves traveling 
around the world solving puzzles while 
learning some interesting historical facts. 
The SVGA graphics looked extremely 
sharp; however, the characters’ anima- 
tion speed was incredibly slow and there 
was no,availablé. method to increase it 
other than right-clicking the mouse but- 
ton fOr instantaneous — transport. 
Interacting with other, characters was 
also limited to a few select phrases that 
would result in minutes upon minutes of 
response dialogue. Yawn.-The puzzles 
were moderately challenging, and solv- 
ing them was often just a matter of com- 
bining hot-spots. 
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486/25, 8MB RAM, SVGA, 


Available on CD-ROM 


aa The Baron who owned this house won the money to build it in a poker game. Guess what his lucky 


suit was? This is just one of the many locations Ripley will travel to in his quest to solve the riddle. 


Proves that hot-spot hunts can still be fun. 


86 


Originality 
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Playability 
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Visuals 


it’s still a hot-spot hunt. 


Ted 


Hot-spot hunts are, in general, absolute- 
ly no fun. However, RBION:TROML 
redeems itself with its excellent puzzles, 
beautiful graphics and purity of sound. 
The game is huge as well; count on get- 
ting lost in it for many, many hours. 
Although | thought that not being able to 
click past the dialogues was kind of a 
drag at first, | realized’ early on that the 
long dialogues are packed with informa- 
tion you need to complete your quest. 
The one thing that did yank my chain 
was that, even though you can click the 
right mouse button to speed Ripley 
across the screen, that rule doesn't 
apply to other characters in a scene. 
Thus, NPCs who must be in a scene are 
the slowing factor (and | mean slow/). 


13 


Originality 


80 


Playability 


93 


Vord: This is a good game for 


depends on your ability to defy his diabolical death traps and solve per- 
plexing puzzles. The Riddle of Master Lu features more than 200 authen- 
tic and historically accurate environments, with more than 40 different 
interactive characters, all rendered in beautiful 3D SVGA graphics. 
Digitized speech and original soundtrack complete the package in this 
1930s adventure game that is certain to provide hours of entertaining 
game play. Believe it or not! 


Tasos 


l've always enjoyed a good graphic 
adventure, they can be like curling up 
with a good book for a_ while. 
Unfortunately, there has been a short- 
age of good ones lately. When | first saw 
The Riddle of Master Lu | felt it had 
promise. | was right. It helps to fill the 
graphic adventure void. Unlike many bad 
adventure games, thisame is,filled with 
adventure in far away and exotic places. 
You control the confident and fearless 
Mr. Ripley and share in his thirst for the 
strange and mysterious. The back- 
groundyartwork and animations are very 
well done and really help to bring the 
game to life. Itis games like this one that 
make me wish | had more free time to 
play them in their entirety. 


SONY. 


PlayStation RON 


TN 


EXTREME G-FORCE IS A TRADEMARK OF W1P3'OUT" 
2) 


ececece ee 6 & 6 ee eee ee 


v 4. 
4 oT a 
"The best reason to own a PlayStation" 6 real-time 3D tracks 
8 Anti-Gravity craft 
"Wild, stomach-twisting driving" Multiple strategic weapons 
Link-up cable option 
"With WipeOut, the future really is now" Cool sounds & FX 


Totally killer graphics 


PlayStation and the PlayStation logo are trademarks of Sony Computer Entertainment Inc. WipeOut™ is a trademark of Psygnosis Limited. © 1995 Psygnosis. © 1995 Sony Electronic Publishing Company. 
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Altered Destinies 


Assume the 
role of a 
reluctant 
freighter 
pilot and 

save a 


galaxy. 


Fe Available as CD-ROM 


LOCATION AXIS 4 
TERRAIN ERRREN | 
RACE LIFELESUE 
PLANETIC 


Distributed by: 
Take 2 Interactive 
575 Broadway 

New York, NY 10012 
Phone (212) 941-2988 
Fax (212) 941-2997 


Developed by: 
Take 2 Interactive 


Requirements: 
386/33, 8MB RAM, VGA, 
DOS 5.0, IxCD-ROM 


Recommended: 
486/33, 2xCD-ROM 


Controller: 
Mouse or Keyboard 


Number of Players: 
1 Player 


Ria? 


Available for: VRRNSM ET 

PC and compatibles 

Street Price: Finding the right planet for your species’ seed will require some strategic planning. You'll find your- 
$59.95 self traveling through time and space insuring your species’ survival, as well as your own. 


The Good: An intriguing concept on a galactic scale. The Bad: The aliens look pretty cheesy. The Fina! Word: To paraphrase Steve 
Martin: Everybody should have goals. My goal now: | want to be the All-Being, master of time, space and dimension. 
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After being abducted from 


WT THE VEGR nod 
ThE MICRO RACE 
QRS 


OHS Aa STR 


Fe ES Sy 


separate species within the galaxy been loaded on board. aoe 


your freighter ship during a rou- 
tine cargo run from Jupiter to 
Earth, a strange and omnipotent 
entity has involuntarily recruited 
you to save his world, and quite 
possibly your own. Apparently the 
Echelon Galaxy has been invaded 
by a race of viral creatures known 
as the Microids. You will be 
responsible for establishing four 


and develop each civilization for 
their technological innovations in 
order to counter the Microid 
onslaught, all within a 10,000-year 
time frame. A ship capable of 
traveling through both space and 
time has been given to you for this 
mission, and the seeds of each of 
the four races, as well as the blue- 
prints for each technology, have 


However, where to and of 


when you should travel 


will be left entirely up to B= as 


you, and there is 
absolutely no guarantee 


that you will ever return ene | 


to your home as you 
remember it. 

There are two main 
goals in Millennia: first, 
you must restore equilib- 
rium to the the Echelon 
Galaxy; and second, you 
must discover a way to 
escape that galaxy once you’ ve 
accomplished this awesome task. 
Since you have the ability to travel 
through both space and time, you 
have the freedom to undertake 
these objectives in any order you 
wish. You will eventually find that 
in a balanced galaxy, none of the 
indigenous species will evolve far 
enough in order to develop the 


3D animation sequences 
illustrate the action. 


some REET at 1 
Ext ant ? 


Son SLATHOIDS 


tor EN TEMONS 


MRETURN TO GAME 


Monitor your species progress throughout 
time with the Histograph wheel. 


technological advancements you 
will need to escape. You may 
even be forced to undo your hard 
earned accomplishments in order 
to achieve new ones. This aspect 
of time travel must be constantly 
taken into consideration during 
your strategic planning. 

The majority of the game will 
be spent in a first-person perspec- 
tive behind the controls of your 
ship, the XTM Trans-Time 
machine. This vessel will allow 


you to traverse both time and space, and each 
time your actions change the course of history 
or projected time line of that galaxy, a temporal 
storm will occur, changing both the present and 
the future. Should you commit an act that 
impedes the successful completion of your mis- 
sion, a powerful temporal storm will ensue, 
destroying you and your ship. 

The XTM is equipped with an artificial- 
intelligence device named ANGUS (Automated 
Navigation Guidance and User System) that 
will always be available to assist you. ANGUS 
will gladly provide you with his advice, and 
many times he will candidly offer it without 
you ever asking. 

There are six chambers inside the XTM, 
each with its own respective control interface. 
The Main View chamber provides a large view 
of the area directly outside of the ship, and a 
smaller screen that indicates the ship’s location 
and chronometer. From the Main View cham- 
ber you can scan the immediate planet of orbit 
for its vital statistics and the current IQ status 
and timeline of the planet’s occupying species, 
engage the engines for travel and control your 
ship’s weapons during battle. Your ship’s 
repair status and fuel supply level are also dis- 
played in this chamber. 

The NAVCOM chamber is the XTM’s 


og The NAVCOM chamber allows you to plot 


your course to the next inhabitable planet. 


Frank 


Fire Torpedoes! 


Sometime during your quest to save the 
Echelon Galaxy, you’ll be confronted by some 
hostile planet or group of ships. Should this 
unfortunate situation occur, you'll be immedi- 
ately transported to the Main View chamber to 
engage in some serious point-and-shoot, 
arcade-style combat. At first, you'll only have 
a Laser Pulse cannon to fire with, so you'll 
need to acquire more powerful weapons from 
your developing alien civilizations later on. 


navigational interface. Here you can choose the 
star system and time period you wish to visit, 
and monitor the progress and technological 
advancements of the planet’s occupying species 
through time with the Histograph function. 
With this function, you can foresee an upcom- 
ing crisis and plan accordingly to avoid it. 

The Transport chamber is where you trans- 
mit objects (such as a species seed) and tech- 
nology to and receive them from the planet’s 
surface. You will also establish a temple site on 
the planet from this screen that serves as a 
transmission platform between the planet and 
your ship. 

The Communications chamber enables you 
to communicate with your emissary on the 
planet surface and provide him with instruc- 
tions. ANGUS will serve as your translator 
during discourse. A dialogue screen will appear 
displaying several phrases from which to 
choose, and ANGUS will provide you with the 
emissary’s response. 

Since space and time travel require fuel, the 
Refuel chamber is used to locate and plot a 
course to a gaseous planet for a fly-by refueling 
process. Repairs to the XTM are also made 
from this chamber. Flying sorties to a planet’s 
surface can be accomplished through the 


Ted 


Dropship chamber. From here you can target a 
particular location and destroy it with the 
Dropship’s Laser Pulse cannon. 

Designed by award-winning designer Ian 
Bird with assistance from F.J. Lennon, 
Millennia: Altered Destinies combines the ele- 
ments of a strategy simulation and adventure 
game, including action-arcade combat 
sequences. Lush animation sequences, 3D ren- 
dered VGA graphics, digitized speech and orig- 
inal music are also featured. You have 10,000 
years of strategic time travel to change the 
course of history before the Microids rule the 
Echelon Galaxy. Are you wise enough to do it? 


eae The XTM is equipped with its own 


Dropship for flying various sorties. 


Tasos 
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Millennia is a cross between a strategy 
simulation and an adventure/arcade 
Originality game, utilizing an original story line that 
8 4 | found to be immensely interesting. 

# Successfully cultivating each individual 
Playability species’ seed takes a great deal of plan- 
APS ning, especially when selecting which 

86 planet to choose farthest from the 


Visuals Microid’s reach. Expect to spend most of 
mess your time playing trial-and-error with 
85 your species’ survival while avoiding 

Audio tinction factors and Microid attacks. 
The arcade battle sequences were sim- 

1a ply a matter of aiming the cursor on the 
target, which proved to be easier than 

Manual 


insuring the| we! of each species. At 


et along the way to replenish my ira 
supply. 


Even though the replay value of 
Millennia is low, this is a game you won't 


Certainly an interesting premise, but one: 
that is hard to buy at first. Soon you get: 


Originality want to miss. The depth of play is noth- Originality caught up in the game and nothing but: 
92 ing short of amazing, and the concept is the future of the universe lies within your: 

much more ambitious than anything I’ve 04 sights. Millennia uses an icon-based: 

Playability seen to date, with the possible exception Playability graphic interface that is almost always: 
PY) of X-Com. The interface takes some get- frustrating to use at first since you have: 

ting used to, but is not unworkable. But, 80. to learn what the icons represent.: 
Visuals as they say, “The play’s the thing.” And, Visuals Fortunately, a description is given when: 
while Shakespeare may not forgive me you pass the hand over a button.; 

for twisting his words, they are applica- 86 However, in VGA, the pictures on the: 

ble. Game play is superb. The strategies Audio DvUttons are hard to distinguish. Once: 


you'll need to employ must be well-con- 
ceived beforehand; even a minor slip 
can send one of the species on a crash 
course to eseehsae My only real ‘Problems 


: ea gives 


though, 
lr anxiety 
level and draw you nto the game. The 
manual is just plain uninformative. 
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you learn the entire interface, which: 
shouldn't be too long, this becomes a: 
moot Poni If Millennia sounds like an: 

; qNobonly is it 


since the met Microid p planet starts in ai 
different place each time. 


able at your local software retailer or order direct from New Wor! 


ad Computing at 1-800-251-9564 
-591-4136 outside the U.S.), or by mail: P.O. Box 4302 Hollywo od, CA 90078-4302 


WHEN THE SMOKE CLEARS 
ONLY HEROES REMAIN 


Orion strode across the battle worn field to gather 

the survivors among his victorious army. Two of Orion’s 
arch rivals had been defeated and the bounty of Tundara 
Castle was secure. Yet his thirst for vengeance raged 

on. Only the destruction of the remaining warlord, 
Vesper the Warlock, would satisfy him... after all, the 
ambitions of a true Hero of Might and Magic are not 
easily attained! 


® Complex Battle Scenarios ®@ Exquisite SVGA Graphics 
® Atmospheric Sound Effects © Unlimited Replay Value 
®@ Multiple, Unique Unit Types © Original Musical Score 
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_ Misinformation 


An error in logic leads to an apology (of sorts) to Yamaha. 


owe Yamaha something of an apol- 
ogy. Two months ago, I reviewed 
their new DB50XG MIDI daughter- 
board and pretty much slammed it. 
As it turns out, I had done a couple 
of things wrong during testing, although 
there are mitigating circumstances. 

Let’s begin where we naturally should, 
at the beginning. I was sent the board 
early in our deadline process two months 
ago, and it came as a complete surprise. 


Although I had done a piece on Yamaha’s ~ 


video chip, the YGV611, several months 
ago, I had had no prior contact with their 
sound division. Simply put, the DB50XG 
just showed up one day in the mail. With 
it came a cover sheet from Yamaha 
Sound’s PR company saying that I was 
one of only 10 reviewers in the world (or 
something like that) that was being given 
an advance screening of the product. I set 
it on my “To Do” pile and didn’t touch it for 
two weeks. 

When I did get to it, deadline was hard 
on my heels. I know from working with 
the Roland daughtercards that installa- 


tion is essentially thus: 1) snap it in place, 


and 2) install the software. However, 


aa An error in thinking led me to score the 


Yamaha DB50XG much lower than | should 
have. Here’s the inside story and actual 
scores. 


COMPUTER GAME REVIEW 


there was no software. I remember think- 
ing how odd that was, and I also remem- 
ber thinking that I’d need to adjust the 
MIDI Mapper configuration in Windows 
in order to get the thing to work properly. 
For those who don’t understand this, 
here’s how it works: If you own a Sound 
Blaster 16, your MIDIMAP is set via 
Creative Labs’ installation software to use 
the OPL3 FM chip on the SB16. If you 
plug an add-on card onto the feature con- 
nector, your MIDIMAP must be changed 
to the SB16’s MIDI port (under MIDI 
Mapper in Win3.1’s control panel). This is 
ordinarily taken care of by the installation 
software for the add-on board. Except, of 
course, in cases where there is no installa- 
tion software; then you have to set it by 
hand. 

I can hear the crinkling of your smile 
lines as you line up to smirk at me. Yep, 
I’m guilty of that one thing that befalls all 
reviewers at some time or another: 
Temporary loss of intelligence. If you had 
asked me a month ago, I would have 
sworn that I had changed the MIDIMAP. 
However, when I went back into the 
MIDIMAP at Yamaha’s request, I found it 
still set to use the OPL3 chip. Whoops. All 
I can say to my readers is that I’m very, 
very sorry to have told you something that 
wasn’t true. And to Yamaha, a thousand 
apologies for maligning their latest prod- 
uct by saying that it sounded more like 
FM than MIDI. I stand corrected. 

Did I. mention mitigating circum- 
stances? Yes, I did. As I stated before, 
Yamaha’s DB50XG has no installation 
software, primarily because they intended 
it for use with Windows 95, which will 
automatically configure the MIDI func- 
tions of the board for you. For Windows 
3.1 users, however, you'll need to be 
versed in using the MIDI Mapper utility, 
which is not an easy thing for MIDI 


novices. My “Installation” score was based 
on the idea that there would be some form 
of automatic Win3.1 configuration for the 
board when it was released (my board is a 
prerelease unit), so that score should be 
dropped to 80. Yamaha has hinted at 
releasing some installation software for 
the board for Win3.1 users, but hasn’t 
done so yet. Overall scoring for the 
DB50XG should read 86, with a special 
caveat warning those who fall into the 
Windows 3.1/MIDI novice category to be 
wary of what they are and are not getting 
with this product. My comments in my 
review concerning this new standard, XG, 
stand; I think that developer support for it 
will not materialize en masse, since CD 
Audio seems to be the direction most com- 
panies are leaning in terms of music. CD 
Audio is not only cleaner than MIDI, it is 
also something that requires no processor 
time from your CPU (in other words, 
there’s no performance drain). 

Other matters of import: Time is the 
only true test of a product’s repeated per- 
formance, and time is a commodity that 
we in the press don’t often have. The gen- 
eral rule of thumb is, “Get it while it’s 
hot.” This matter concerns the review of 
the Falcon Northwest Pentium 90 that I 
reviewed way back in January of this 
year. The system is still exceptional, but 
one of its components is under close scruti- 
ny. The TEAC CD-ROM drive, which per- 
formed so well during testing of the sys- 
tem, has a bit of an aging problem. FNW 
no longer ships this CD-ROM, because 
they also discovered the problem with it. 
The problem is with the drive’s bearings. 
Although most CD drives will last a good 
long time, the TEAC’s bearings are sub- 
standard and will start to give out after 
approximately eight months. If you need 
information about this contact Falcon NW 
at (503) 269-0775. - Ted Chapman 


JETFIGHTER I 


Join an elite U.N. strike force 
facing a world ravaged by inter- 
national conflict. Fly explosive 
missions in the most realistic 
and immersive game world any- 
where. Experience JetFighter Ill’s 
precision texture mapping and. 
breath-taking terrain from actla 
government data. Armed witha — 
full arsenal of high-tech Weapons, 
test your mettle against lethal 
enemy intelligence. JetFighter IIl’s 
easy-to-use flight controls, 3-D 
animated interface and mullti- 
media encyclopedia put you in 
the pilot’s seat. Your mission is : 
to restore global peace through P 


Pa. 
deadly force. | 
DISTRIBUTED BY: | PUBLISHED BY: F 
bes MISSIZ@N ; 
SFuoIr os CALL 1-800-468-3775 | | 


CONTROL YOUR FATE 


When you’re flying a billion dollar plane, 
only the best controls will do. Bring it 
back home with the ThrustMaster F-16 
TQS, the ultimate in throttle contro! and 
weapons management. Designed to 
operate with the F-16 FLCS* and 
[hrustMaster’s Rudder Control System, 
fully programmable. Multiple 
ne | switches, targeting trackball 
istic arced throttle motion make 
most authentic controller available. 


get the serious survival gear... 


THRUSTMASTER: 
(503)639-3200 


* ThrustMaster’s F-16 FLCS Required for the TOS to Function 


FOLLOW YOUR DESTINY 


© F-16 FLCSm 
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CH THROTTLE 


By CH Products : 970 Park Center Drive « Vista, CA 92083 - (619) 598-2518 - Fax (619) 598-2524 


Available for: PC and compatibles Scsignes 5y: CH Products 
Disteibuted By: CH Products Melal/Stirecet °rce: $99.95/$70.00 


Full Throttie 


HARDWARE - 


CH Products hits the 
ground running with the 
new CH Throttle. 


he need for speed seems to be on the 

minds of the folks at CH Products. 

How else to explain the appearance 

recently of the CH Throttle, a pro- 

grammable throttle control for your 

PC? I suppose you could say that it 
was just a natural by-product of the company’s 
desire to give you a more realistic flying expe- 
rience, or you could say that it was just blind 
luck that led them down this path. Whatever 
the case, I’m sure glad it’s here. 

The CH Throttle features a programmable 
four-way hat switch, a programmable two-way 
slide switch and six programmable buttons. The 
hat switch and three buttons rest under your 
thumb (and, oddly enough, have essentially the The CH Throttle is a programmable, twelve switch analog throttle. Inexpensive, yet well constructed 
same configuration as that found on the CH and thoughtfully tooled. 

Flightstick Pro—funny, that...). The slider 
switch falls under the control of your index fin- 
ger, and the remaining three buttons can be 
found on the grip, one under each remaining 
finger. 

The setup software was was made by the 
same folks who made the software 
for Suncom’s Eagle (reviewed else- 
where in this issue), Tanisys. Not 
surprising, then, that the two pro- 
grams are virtually identical in 
nature. In order to program the CH 
Throttle, you simply press the but- 
ton on the unit that you want to 
program (or click on its position in 
the setup routine with your mouse), 
click on the “Press” box, and strike 
the sequence of keys that you want 


example of a digital-only game; you have to 
press the “+” and “-” keys in order to incre- 
ment the throttle. Descent, on the other hand, 
supports analog and digital modes, so the CH 
Throttle works great for it (and it’s one of the 
templates included with the 
setup software). I received a 
fairly early version of the soft- 
ware, that only included a few 
preconstructed templates; a 
chat with Alison Evans, PR 
Manager at CH, helped reas- 
sure me that more would be 
forthcoming in the final version 
of the software. 

Also coming soon from the 
folks at CH is the Pro Throttle, 


game software. 

The throttle portion of the CH Throttle is 
analog-only, meaning that you won’t get any- 
thing out of it if the game you are playing sup- 
ports only digital throttle. X-Wing is a good 
Teds! Take 
The CH Throttle is, in a word, nice. While it doesn't have the 
extreme get-up-and-go that | personally prefer, it is more than 
adequate for most of the smaller jobs around the PC. Descent 
was an absolute joy, as was Red posits and Aces Over Europe. 

at there were far too 


© the buttons. The 
performing so well 


{8s COMPUTER GAME REVIEW | 


the button to shout to the machine. 
Something that should be noted 
here is that each button also has a 
“Release” feature; it would be wise 
to tell the button to release the key 
you last told it to press. 
Fortunately, there’s a handy button 
that will shout a key release to the 


(as | do), will | 
to it, however. 


ave no problems. 
y slider switch is 
to move in unnat- 


ated. At an estimated street price of around 70 bucks, it’s a ol 
less expensive than the Thrustmaster TQS, but you have to 
weigh that in accordance with its functionality. 


which will feature all sorts of 
goodies that the CH Throttle 
doesn’t have. Of course, it will 
cost more and won’t be out for 
a couple of months, so you’ ll 
have to decide whether you can 
wait for it or not. The CH 
Throttle is out now. 


The only limitation you may encounter playing 
your games on a Falcon MACH V 
Gaming PC is that they might run 
smoother & faster than your 


hand-eye coordination can handle. 


We're working on that. 


“Perfection! - This system is well worth the money..." 
- Computer Game Review, 100% Rating 


The MACH V 133 MHz Pentium™ - 


Intel Pentium™ 133 MHz Processor - 100% Compatible with all IBM PC Software 
Falcon Dual Voltage PCI Bus Motherboard - Accepts 75-200 MHz CPUs! 

64 Bit PCI Graphics Accelerator with 1 Megabyte 

Falcon PCI Enhanced IDE Hard Disk Controller with Mode 4 

8 Megabytes of RAM expandable to 128 

1.44 Floppy Drive & 850 Megabyte Enhanced IDE Hard Drive standard 

150 ms Quad Speed Caddyless CD-ROM Drive 

Creative Labs SoundBlaster 16™ & Shielded Multimedia Speakers 

CH Products Flightstick PRO™ & High-Speed Dual Gameports 

14" SVGA Non-Interlaced Monitor, .28dp, Full Screen Picture, Energy Star Compliant 
101 Key Ergonomic Keyboard with Wrist Wrest & 3 Button Serial Mouse with Mousepad 

MS-DOS™ & Windows™ or WINDOWS '95™ (Your Choice) 

DirectPlay™, DirectDraw™ Directinput™ & DirectSound™ Drivers for Serious Windows '95™ Gaming Included! 
One Year Parts & Labor Warranty Including One Year On-Site Service 

UL, CSA, TUV and FCC Class B Certified 

16550 UARTS, Customized BIOS, Temperature Sensitive Fans, and many other Unique Features! 


TO ORDER CALL: 
1-800-258-6778 


VISA, MASTERCARD & DISCOVER 
Accepted. 
Financing available on approved credit. 


Each MACH V. is.custom built to meet your 
specific needs. There are hundreds of options 
to. choose’from. ‘When: you're ready: to buy, 
please. call:or fax for the latest quote. 


Trademarks are the property of their respective owners. Optional equipment pictured. No, we don't sell the glove. 
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claster , 
By Creative Labs - 1901 McCarthy Bivd - Milpitas, CA 95035 - (408) 428-6600 : Fax (408) 428-2394 


- Creative Labs 
-= §299.99 


*m not quite certain whether I 
can abide by Creative Labs’ 
decision to name this product. 
Labs promises a “Hex speed” sounds more like a 
transfer speed of curse than a CD-ROM speed rat- 
900 kilobytes per ing. Be that as it may, this CD drive 
second and an certainly looks attractive. As a six 
access time of speed, it is rated at 900 kilobytes per 
are ecenes second transfer speed, while the 
Does it deliver? 
access time quoted by the manufac- 
turer is 220 milliseconds. These are 
nice, but what makes this product even nicer is 
that it’s an IDE drive. Up to now, every 6xCD- 
ROM drive on the planet has been a SCSI bus 
Internal 6x IDE CD-ROM Drive drive. SCSI bus drives require you to load an 
Powerful Multimedia Software extra 8KB TSR (terminate-and-stay-ready) pro- 
CD-ROM Interface Card Included gram called ASPIZDOS into memory above 
and beyond the drivers necessary for the drive 
Ts to operate. This strikes me as somewhat ineffi- 
= cient, but there’s no way around it. If you want 
AUREUS I SE a os sores SCSI, you're stuck with ASPI2DOS. Another 


The Blaster CD 6x 
from Creative 


crease perfornlatee 
Will He polver of ON CL) RON 


EXPLORE THE FIVE NESTED PLANETS OF STRATA. DISCOVER 


ALL-DIGITAL MUSIC, SOUND 
WORLDS WITHIN WORLDS... (ACTUAL GAME SCREENS SHOWN) 


EFFECTS, AND DIALOGUE. 


A GREAT NEW ADVENTURE FROM SIERRA 
(WITHOUT “QUEST” ANYWHERE IN THE TITLE!) 
MULTI-PLANE SCROLLING. SVGA GRAPHICS. TENS OF 
THOUSANDS OF CELS OF ANIMATION... 


You \ie GoTTh SEE THIS 
PLACE To BELleve Ir! 


S I ERR A® _ For WINDOWS AND MAC AT Cool SoFTWARE STORES OR THRU 


thing most, if not all, SCSI CD drives have in 
common is the need for a CD caddy. While the 
caddy does provide some added speed, it’s a 
royal pain when you have to swap CDs. 

The design for the Blaster CD 6x is caddy- 
less. I also found the mechanism extremely 
quiet. It’s multi-session Photo CD compatible, 
although you’ll need to purchase your own 
software in order to access this feature. The 
drive comes with a Plug&Play card; if you 
already own a SoundBlaster Plug&Play sound 
card, you won’t have to worry about installing 
this drive’s card. If, on the other hand, you own 
a Sound Blaster AWE32 with an IDE drive 
connector, you won’t be able to use it unless 
it’s the AWE32 Plug&Play. Got it? Plug&Play 
seems to be the wave everyone is riding right 
now, and you can thank the folks who brought 
you Windows 95 for that. 

The Blaster CD 6x comes with a couple of 
titles bundled. One is the Grolier Multimedia 
Encyclopedia, which is a pretty good reference 
work. (One can never have too many reference 
works.) The other is a utility program called 
QuickCD that is a DOS and Windows-based 
audio CD player. It’s fairly common, though, 
so don’t get too worked up over it. 

So how’s the installation? Glad you asked. 
Installing the Blaster CD 6x is really very sim- 
ple, with nothing more involved than finding an 
empty accessible drive bay and an empty slot. 
The card plugs in with no configuration needed 


DOZENS OF MIND-BENDING PUZZLES, COOL NEW 3-D INTERFACE, 
FREE ON-LINE HINTBOOK, POP-UP TELEPROMPTER, 


(which is, after all, what Plug&Play is all 
about). The software you need to operate the 
drive, including the Plug&Play software, takes 
up about 8 MB of room on your hard drive. 
There are a few system requirements that 
need to be met before you go dashing off to the 
store to pick one of these jewels up, though. 
Fortunately, unless you’ve been living in a cave 
for the last eight years, you should have all the 
right stuff. Beginning with the CPU, you’ll 
need at least a 386. You'll also need a system 
that can handle the 
Plug&Play speci- 


isn’t it about time you upgraded from version 
3.3? Although the side of the box says you’ ll 
need Windows 3.1 or better, | managed to 
install this in the one machine at the office that 
doesn’t have Windows installed on it. 4MB of 
RAM is required for the Blaster CD 6x; if 
you're still running with that little, though, we 
may have to put you in a museum. Finally, 
because the software comes only on 3.5” 
diskettes, you'll need a (wait for it) 3.5” 
diskette drive. 


fication. (Check 
out your comput- 
er’s manual for 
the skinny on that 
one.) An SVGA 
video card is a 
requirement. A 
bizarre require- 
ment, admittedly, 


for installing a 
CD-ROM drive, 


but I’m only 
telling you what 0” figure. Its mec will 
you need to —- not the actual 


know, not how 
equipment design- 
ers think. MS- 
DOS 6.0 is as low 
as you can go; 


Usefulness 


Ted?s take 
How do you test for CD performance? You could run out and buy 
the latest and greatest diagnostic programs or download some- 
thing off the Internet. Or you could do what | do: Look around 
through the various games Sau have lying around. Wing 
Commander Ill has an utility, so | used that 
(Under a Killing Moon . However, most CD- 

D| ds, so | took a sam- 
and median access 
A note about WC3’s 
re, merely a “closest 
rticular number for a 
is is good enough for 
government work. » 884KB/s, while the 
median was 905KB/s. The lieved was 930KB/s, 
while the lowest was 773KB/s. The Blaster CD 6x offers good 
value for the money, especially in light of the fact that games that 
recommend a quad-speed drive are only now hitting the market. 


soll pei PAUSE, ean, 3-D INVENTORY OBJECTS... 


CREATED BY SOFTWARE’S BEST-SELLING HUMORIST, AL LOWE... 


SleRRA DiRecT. 1-800-757-7707 oR LOG onto HTTP://WWW.SIERRA.COM, Aot oR ComPpuserve. NOW! 


Want in your face, Mach-speed, pulse-pounding realism, that'll 
leave you shaking in your space boots? Then brace yourself, as 
Diamond takes gaming to the edge with a new 3D multimedia 
accelerator designed for Windows 95. The Diamond Edge 3D makes 
game play fully 


| 
| immersive and 
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Designed for Windows’ 95 
¢ Real-time 3D graphics with quadratic curved surfaces | 


e Fast 2D graphics and Windows acceleration Per 

. With real-time, 

| © Digital gameport and 2 Sega Saturn compatible game pad ports | 

1  Full-motion digital video, with software MPEG-1 

| e Hardware wavetable audio, 32 voices 

| © Up to 2MB DRAM, up to 4MB VRAM 

| © Resolutions up to 1600 x 1200 

: ¢ Supports up to 1 billion colors 

| ® Vertical refresh rates up to 120Hz 

| © PCl-bus | 
ub i 3 | wavetable audio 


| jaw-dropping 3D 
and 2D photo- 
realistic graphics, 


a thundering 


engine, vicious full-motion digital video, and an advanced digital 
game port, that will leave you running for cover. Plus, two Sega 


Saturn controller ports for multiplayer action. 


¢ Rendering performance up to 12 million texels/second | totally interactive. 


The Diamond Edge 3D 


comes bundled with 


i. 
DIAMOND EDGE 3D MULTIMEDIA ACCELERATOR 


killer games and software 
including Virtua Fighter 
Remix, Interplay's Descent: Destination Saturn, and NASCAR» 
Racing. And it allows you to play your existing DOS games 
without sacrificing speed or quality. The Diamond Edge 3D gives 
you perspective corrected texture-mapped 3D images with the 
highest frame rates around. Plus a multitude of special effects for 
a gaming experience so real you'll smell the detonation. With true 
Plug-and-Play, a 5-year warranty, 24-hour fax-on-demand, and 


online support services, you'll have a few less 


things to fear. So, if you're ready for the 
ultimate challenge call Diamond at 


1-800-4-MULTIMEDIA today. We'll 


(Sega Saturn 
game controller 
purchased separately. 


take you as far as you're willing to go. 


24-Hour Fax-On-Demand: 1-800-380-0030 Internet: http://www.diamondmm.com 


©1995 Diamond Multimedia Systems, Inc., 2880 Junction Avenue, San Jose, CA 95134-1922. Sega is a registered trademark and Virtua Fighter Remix is a trademark of Sega. ©1995. NASCAR Racing 
is officially licensed by NASCARe. All trademarks and registered trademarks are the property of their respective holders. Diamond reserves the right to change specifications without notice. 
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Virtua Fighter Remix 
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Interplay's Descent™: Destination Saturn A passion for performance. 


Precision tracking, 


ergonomic design and 


desktop reclamation. 


ptical technology has been recog- 


Needs no 
regular maintenance 


Work easier 
and faster 


A 
&D- 


LOGITEGH 


) nized by many in the industry as the K year guarantee 
next logical step toward total digital 
integration. The Diamond Edge 
board features a digital joystick port, 
while both the Microsoft Sidewinder 
3D Pro and STD PC Optix joysticks feature 
optical sensing for enhanced precision in 
games. While these mean great news for 
gamers, the so-called “real world” of Windows 
users and business applications has long been 
neglected. The Logitech TrackMan Marble 
attempts to correct that seeming imbalance 
while not neglecting gamers. 

The first thing you'll notice about the 
TrackMan Marble is, without question, the 
marble. It’s a rather large blood-red ball offset 
from the main body, and it sits in marked con- 
trast to all of the blasé putty-colored office 
equipment you’re undoubtedly surrounded by 
whenever you sit at your computer. Yes, I 
know there are some black computers out there, 
but they’re the exception. Closer examination 


Unmatched reliability, 
performance and comfort 


ae: Strategy gamers will find a lot to like about the precision control and comfortable design offered 


them by the TrackMan Marble, although shooter lovers may be less than thrilled. 


trackball device rather than a mouse device, 
your arm also gets to stay put while using it; 
my own experience leads me to believe that it 
may help to reduce upper back and shoulder 
fatigue. As an added bonus, you can reduce the 


amount of desktop space committed to your 
computer, since you’ll no longer require “run- 
ning room” for a mouse. 

Included with the TrackMan Marble is 
Logitech’s excellent SenseWare software, that 


reveals that the marble is covered 
with little black dots; these dots are 
the only external indication that 
there is more to this trackball than 
meets the eye. 

Ergonomic design is also 
becoming something of a trade- 
mark for Logitech. Their WingMan 
and WingMan Extreme joysticks 
are popular designs; they are, if 
nothing else, comfortable. The 
TrackMan Marble doesn’t short- 
change the user in this department, 
either. The curved design is bold 
and fluid, perfectly molded to fit 
the average palm while reducing 
the wrist and forearm fatigue asso- 
ciated with most mice on the mar- 
ket. Taking this one step further, 
because the TrackMan Marble is a 


COMPUTER GAME REVIEW > 


The TrackMan Marble is ili a delight under Windows, 
although it seems much more suited to business apps than 
games. The game genre it seems most apt for is the strategy 
market, where hg don’ t need incredibly good reflexes to accom- 


ht ; on the other hand, 
Ease of Use 


, 7 (I’m not), the 
38) 

Durability 
Gy] /engineered piece 


Nulate the Microsoft 
“some games. In 
XCOM:TFTD, the game would occasionally crash with a “Failed 
to initialize mouse driver” error. In instances like this, you may 
find it handy to keep your old mouse drivers on your system. 


Usefulness 


can help you to become much 
more productive in Windows 
by allowing you to reassign the 
middle and right buttons (I 
guess I haven’t yet mentioned 
that the TrackMan Marble acts 
as a three-button mouse yet, so: 
The TrackMan Marble acts as a 
three-button mouse). While you 
can’t assign just anything to the 
buttons (most keystrokes aren’t 
permitted), many of Windows’ 
innate functions are faithfully 
reproduced by the SenseWare 
program. The TrackMan 
Marble needs no regular main- 
tenance and is backed by a 
three year parts guarantee and a 
60-day money back guarantee. 
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Your mission in this multi-player strategy/ domination ¢ sane i is to survive. "To d do so, 
yotsemust ‘control: all-teerteries“andsuse’y6ur resources to” develop theultimate — 
weapon to conquer and destroy your opponent! Ultimately, World Domination 


be attained by those who successfully balance between aggrés 
territory - and dominantly defending your own, 


ESCALATION - pushing Leckasloe to-its limits 
and beyond - for World Domination! — 


For more information visit your local retailer or 


call 1-B00-GAMETEK. 


Escalation is a trademark of WaveQuest, Inc., OGametek {FL}, Inc. 
2999 Northeast 191st Street, Suite 500 Aventura, FL 33180 S.A. 


— 
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PC and compatibles 
Suncom 


On Wings of Eagles 


uncom has enjoyed a banner year in sales 
with the F-15 Strike Eagle series of joy- 
sticks. Although I didn’t care much for the 


Talon, it has 
apparently been 
flying off the 
shelves. Well, 
as I’ve said 
before, it’s only 
my opinion, 
folks. 

The latest in 


_ the series is the 


full-bore pro- 
grammable, the 


$149.00 


only difference being the palm rest at 
the base of the handle on Suncom’s 
stick. Whereas the Talon had single- 
keystroke programmability, the Eagle 
will do that most precious of tricks, 
macros. And, while the Talon was 
hardware programmable (no software 
was required to set it up), the Eagle has 
its own programming utility software. 
Many templates have been preconfig- 
ured for you; by and large, they are 
very thoughtful in design (the template 
for X-Wing is terrific). Blank templates 
aren’t a problem either, since the CD- 
ROM that accompanies the Eagle has 


Usefulness 


40 


Ted’s Take 


| can’t quite figure out what to call this. 
The Talon was the F-15 Strike Eagle 
Talon, so this must be the F-15 Strike 
Eagle Eagle (or maybe the Eagle’). 
Whatever the case, it’s good. The setup 
software is relatively straightforward, 
although.thesdocumentationscould be a lot 
better, | checked, this’ out with ‘several 
titles, including X-Wing “and Flight 


Simulator 5, and found the control to be 
precise and.fight. | have only two com- 
plaintsewith this stick. First, the right-hand 


hat switeh has a sort of bubble underneath 
it that makes the action of the switch feel 
kind of strange. Second, if you're the type 
of person who wants to use a whole lot of 
macros, the Eagle falls a fittle short; it can 


Eagle. The one in .BMP format that you can easily only handle 12 macros per template. 
design is a print out. The template designer must Loading the premade templates is quick, 
| nearly literal have spent far too many hours playing though, taking only about 15 seconds. The 
aa: Suncom’s F-15 Strike = copy of the these games rather than actually getting unit appears to be durable, since it’s fallen 
Eagle series continues = stick in an actu- —_ any work done. Oh, sure, they’Il proba- off its desk about seven times this month. 
pit program- = 4] F-15, the bly claim it was research. Despite this, it hasn’t failed yet. 


IT’S YOUR FIRST DAY ON THE JOB. GET A CLUE. 


he body was found bound and gagged. 

Even your grandmother could tell this 
was no accident. Welcome to the gripping, 
ultra-realistic world of SFPD HOMICIDE™ 
where you're the chief investigator in an 
actual case from the files of San Francisco 
homicide detective Frank Falzon. 


From collecting evidence to interrogating 
suspects, it’s up to you to uncover the real 
story and make an arrest. With 40 fascinating 
characters and 20 Bay Area locations — 
over 80 minutes of full-motion video in 
all—SFPD HOMICIDE is the most authentic 
true-crime mystery ever created. Get it at 
your local software retailer. 

Or call 800-262-9791. $e. 
Sorry, donuts not included. 3B ue 


Internet: http:// www.3prongplug.com 


REAL VR GAMING IS ABOUT TO BODY-SLAM YOUR PC! 


nt to Dalle oe d not tts camed in th OCEAAs Unt 
LOCUS. For MS-Do.’, Win rel; d MacOS. wPs/Aiyw-Coeke.cOm hari 
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gined World 


Everything Sci-Fi is chronicled in Grolier’s Science-Fiction Encyclopedia. 


n the early days of science 
| fiction writing the exotic 
locales of the strange and 
wonderful were aimed at 
the active imaginations of 
young readers. H. G. Wells’ and 
Jules Verne’s tales were wonderful 
excursions into the fantastic. 
Today, science fiction and its vari- 
Ous sub-genres is a rich and varied 
genre of alien worlds, star fighters 
and creatures with monstrous 
intentions. There’s so much history 
of the genre that it’s impossible to 
keep up with it unless you have 


Grolier Science Fiction: The 
Multimedia Encyclopedia of 
Science Fiction. 

This CD-ROM is based on the 
Hugo Award-winning book edited 
by Peter Nicholls and John Clute 
and it is a terrific compendium of 
everything science fiction. It's so 
complete that Isaac Asimov called 
the book “...the bible for all sci- 
ence-fiction fans.” 


G COMPUTER GAME REVIEW | 


Poul Anderson 


There are several 
video interviews with 
today’s biggest authors 
discussing various 
themes found in science 
fiction. For instance, 
cyberpunkster William 


Gibson talks about the outlaw char- 
acter in cyberpunk. In all there are 
about 1.2 million words of text in 
the encyclopedia and while movie 
science fiction is well represented, 
books are the main meat of the 
program. There are fine bibliogra- 
phies that have novel synopses 
and examine themes and content. 
The marketing writeups claims 
that there are movie clips, but actu- 


HD there are a bevy 


of authors talking 
about science fic- 
tion in sharp video 
clips. Then their 
topics are hyper- 
linked to the text 
entries. 


ally there are only a 
handful of movie trail- 
ers, so don’t expect to 
see clips as you did in 
Cinemania. Most of 
the pictures are book 
cover art, which is 


0 Kennedy 
assassinated 


just fine by me. The strength of the 
encyclopedia is its written content 
and you'll not find it done any bet- 
ter than in this reference work. 
There are 4,500 article entries 
which means everything science 
fiction is addressed in some man- 
ner. 

Another fine area is the Time 
Machine, which covers 11 eras of 
SF development. If you’re looking 


for a particular theme you'll proba- 
bly find what you’re looking for 
under the areas of Life Forms, 
Mind & Spirit, About SF, Science & 
Technology and Space. These 
themes have very nice accompany- 
ing video presentations that aug- 
ments the written text that explores 
the core content of the themes in 
comprehensive detail. 

Using Grolier’s Science Fiction: 
The Multimedia Encyclopedia of 
Science Fiction is so smooth it 
invites you to get lost in the world 
of imagination. 

- Steven Eraomnee 


, Vietnar Von Cave 
Rights movement 


REQUIREMENTS 


486DX/33+, 4MB RAM, SVGA, Win3.1 


AVAILABLE FOR: MPC or Compatibles 
DESIGNED BY: Grolier Electronic Pub. 


DISTRIBUTED BY: Grolier Electronic 
90 Sherman Turnpike 
Danbury, CT 06816 


PHONE: 1-800-285-4534 
STREET PRICE: $59.95 
REQUIRES: N/A 
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In this galaxy, 
only intelligent life survives. 


Choose your species, chart your strategy, forge your destiny... it is time to depart 
this small world. The survival of an entire species is at stake. Ascendancy™ is your 
opportunity to explore and settle a galaxy. Using research and resources, you'Ll 
design incredible ships, plot fantastic voyages and tempt fate as you explore and do 
battle in distant star systems. Welcome to a universe of unlimited possibilities. 


ae ee eee 


Manage your resources. Build your future. 
It’s the first step to Ascendancy. 


Put your diplomatic skills to the test 
against cunning alien species. 


The galactic strategy game of exploration and encounter. 


To Ascend, contact us at http://www.logicfactory.com THE LOGIC FACTORY 


ASC EN DAN C Y¥" (O} 


© 1995ehe Logic Factory, inc. 4‘! Yights reserved. AScenden:,™ 
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ADD-ONS & 


One feature | liked is called Visible 
Brush Stroke. You can watch as 
the computer reconstructs Monet's 
paintings layer by layer. It’s fasci- 
nating to see the painting evolve 
into a masterpiece. 

It is a good thing that the com- 
puter is being used to bring art to 
people. - Steven Greenlee 


INFORMATION >= 


Monet, 
Veriaine, 
Debussy: The 
impressionist | | as Maar 
Revolution ac ee 


Le Havre, Musée des Beaux-Arts André 


REQUIREMENTS 


386+, 8 MB RAM, SVGA, Win 3.1 
LC+, 4 MB RAM, Sys 7.0, 256 Color Mon. 


AVAILABLE FOR: MPC or Macintosh 


DESIGNED BY: Arborescence 


New Line New Media has DISTRIBUTED BY: New Line New Media 


released this title as the second in There are three major areas to Verlaine’s poems, view 120 Monet lerheaiae ee een 
the series called The Great Artist explore: Themes, Windows and paintings or listen to 75 minutes of vente: ¢-xinabibeti 
Collection and any lover of art will Encounters. Each area delves Debussy’s music. There is an STREET PRICE: $49.98 
enjoy the experience of browsing deeply into these great painters’ extensive chronology of each artist REQUIRES: N/A 

this CD-ROM. lives and art. You can read 60 of with a comprehensive bibliography. 


n 1968, James shot a pro- 
motional film clip of his 
group performing “Mony 
Mony.” While American 
television refused to air it, 

the brief film was shown in a 
number of European theaters. 
This clip is considered to be 
one of the earliest rock 
“videos” to be released. 


nr s Slang 


[om of ' ( (lez = \ 


Not only do you get CD-quality 
versions of the music, you'll be 
treated to video clips or.music clips 
from the artists performing their 
songs. There is a history of each 


There was a time when rock ’n’ home stereo for audio only or in band and its members as well as a 
roll galvanized entire generations your computer for the multimedia “Where Are They Now” rundown. 
of teens and young adults. There content. Each title comes with two So if you want to know why Wilson 
were wide genres of music, but discs, one that should work on both _ Picket was “Wicked” just click on 
fans claimed a kinsmanship with your stereo and computer and one his biography. If you want Iron 
other rock music fans. Not the case __ that is for your computer. | had to Butterfly’s discography, that’s avail- 
anymore, but if you're looking back use the ones for just your comput- able as well. 
on those early years of rock, then er, but they worked flawlessly. lf that’s not enough, then you'll 
look at Compton’s New Media’s lat- For the rock title you'll get 10 be treated to an audio-only inter- 
est releases Rock Expedition: The artist profiles and tunes ranging view clip with the artists talking 
1960s and Soul Expedition: The from Sonny & Cher to the original about their song on the CD-ROM. 
1960s. apekids, The Monkees. On the Okay, so I’m a’60s baby, but it 

These are enhanced CDs mean- Soul CD-ROM you'll get Carla was a great time in rock history 
ing they can be played on your Thomas to Otis Redding. that is admirably captured on these 


two titles. Pardon me now while | 
go sit on the dock of the bay for a 
ReMi Dit, mellow out and consider the 
ai influence on society by Sonny & 
Cher. Trippy. 
- Steven Greenlee 


REQUIREMENTS 


486+, 4MB RAM, SVGA, Win 3.1 
LC+, 8MB RAM, Sys 7.0, 256 Color Mon. 


AVAILABLE FOR: MPC or Macintosh 
DESIGNED BY: Jouissance Production 


DISTRIBUTED BY: Compton’s 
2320 Camino Vida Roble 
Carisbad, CA 92009 


PHONE: 1-619-929-2500 
STREET PRICE: $29.95 ea. 
REQUIRES: N/A 
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You've played 
Mortal Kombat®, Street 
Fighter” and Primal 

' Rage” but nothing 
5 matches the spectacular 
. game play and visual > a 
fae ¥, Se - . power of Battle Beast” 2 aL, [<= 
Lay ste ultimate fight game ail 7 


Thole she Ren enone. 
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_ from 7th Level. 


Io EF MA tL» < > IN 


Battle Beast sets the standard for game play and realism on the PC. 
There’s nothing like it. Guaranteed! Or your money back. 


e Viaster more than 100 fight moves e Discover hidden bonus rooms and secret weapons 
e Marvel at feature-film quality audio and animation e Fire rude interactive keyboard taunts at your 
opponent e Outwit the computer's artificial intelligence ¢ Battle it out over network or modem 


Question: What are Mortal Kombat, Street Fighter and Primal Rage? Amswrer: Redundant! 


Welcome to the 7th Level. 
Game Over! 


Visit your retailer for a free demo or download the Battle Beast Promo on AOL (keyword: SEVENTH) or CompuServe 
(GO: SEVENTH) or on the Web (www.7thlevel.com). For more information or to order, call 1-800-884-8863 ext. 107. 


*30 day money back guarantee. Call 7th Level for details (214) 437-4858. 
©1995 7th Level, Inc. 7th Level is a registered trademark and Battle Beast is a trademark of 7th Level, Inc. All other products are trademarks and/or registered trademarks of their respective owners 
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a Confessidi 


ofa Netscape hacker and 
ms digg net Sey | 
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'Plus:.The Web Guide, feck with every CC 
listing hundreds of reviewed : 


The Internet Underground is a trademark of Sendai Publishing Group, Inc. ©1995 Sendai Publishing Group. 


A Mysterious Murder. 
A Doomed Planet. eee 
An Angry Alien. Ses Cea 
Welcome to 


IN aii pms 

' storm has rocked 
Space Station 
Deep Space Nine™. 

As a_ Tirrion 
envoy for the 
Federation, you 

join forces with. 
Sisko, Quark and 

. the Deep Space 
Nine | crew in a 

’ fierce struggle to 
save the Deep. 
Space Nine Space 
Station. -From a 
startling. first-person — 
perspective, you engage 
in 3-D battles with 
deadly drones, and solve a 
Deep Space Nine Space 


‘ » _. Station murder to prevent an 
ee ; | alien race from destroying a 
wy *  Federation-Allied planet. 

+ : . | , 


May the prophets walk with you. 


” DEEP SPACE NINE . ’ a4 Available for PC and Macintosh® on CD-ROM 


HARBINGER | 


4 


VIACOM To order, visit your nearest retailer or call I-S00-469- 2539. 
REWIMEOIR.. Visit our web site: http: //www.viacomnewmedia.com RP 
‘ Call 800-771-3772 for information on game rating. 


STAR TREK: DEEP SPACE NINE Harbinger TM & © 1995 Paramount Pictures. All Rights Viesiatied: STAR TREK and Related Marks are Trademarks of Paramount Pictures. 
Game Design and Software Code © 1995S Viacom International Inc. All Rights Reserved. m . 
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Hed ghost is a superb audio visual experience 


that combines the best elements of action 


strategy and simulation in one explosive game 


COMMAND AND CONTROL AN INTERNATIONAL SPECIAL FORCES 

UNIT WITH ORDERS TO ATTACK AND DESTROY AN ULTRA SECRET 
MILITARY FORCE KNOWN ONLY AS RED GHOST. THE MISSION IS 

TOP SECRET AND MUST BE CARRIED OUT CLINICALLY AND EFFICIENTLY. 
SKILFUL MANAGEMENT OF TROOPS AND RESOURCES ARE VITAL TO 
ACHIEVE MULTIPLE MISSION OBJECTIVES. 
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EmPIRE INTERACTIVE, 13220 Wisteria Drive, Bay N-2 GERMANTOWN, MD-20874. TEL: 301 916 9302 Fax: 301 916 0437 


The Cranberries: 


Doors and Windows 


Are you ready to rock? Please 
give a big hand for Noel Hogan, 
Dolores O’Riordan, Fergal Lawler 
and Mike Hogan. Ladies and 
Gentlemen—The Cranberries. 

Yes, the Irish band of “Zombie” 
fame is now on CD-ROM thanks to 
a publishing agreement between 
Philips Media and Island 
Records. The CD-ROM is called 
Doors and Windows and it contains 
on-the-road video, behind-the- 
scenes video, still-photo scrap- 
book, the entire lyrics for all the 
Cranberries’ songs and five previ- 
ously unreleased songs in their 
entirety. 


The CD-ROM opens with a street 
scene and then from out of the 
depths of the program a couch 
appears. It is the same sofa that 
has become The Cranberries’ 
trademark. Behind the sofa is a 
series of doors and windows and 
this is where you explore the world 
of this hot band. 

Actually, if you click on the win- 
dows it just triggers a little video 
clip. It’s the doors where all the 
action is. The first door leads into 
what looks like a living room. Here 


ow Oe te me ae 
te 


ie 
ditties igs 


you'll find the song lyric database 
and the photo scrapbook. Go 
through the next door and you'll be 
in the pub where you can click on 
hotspots and start up a concert 
video. There is still more concert 
footage in the third door with more 
on-the-road pictures. Different band 
members talk about everything you 
find, giving you a bit of insight into 
the band and their rise to fame. 
Doors and Windows is a Satisfac- 
tory enough CD-ROM although | 
believe it could have used more 
pictures and a professional narra- 


tor. Occasionally the thick Irish 
accents were difficult to discern. 
The real kicker of the CD-ROM are 
the five full-length versions of unre- 
leased songs. Anyone who is a fan 
of The Cranberries will like this CD- 
ROM. Besides it seems oddly 
appropriate for the season. 

- Steven Greenlee 


REQUIREMENTS 


486+, 4MB RAM, SVGA, Win 3.1 
68030, Sys 7 , 4MB RAM, 256 Color Mon. 


AVAILABLE FOR: MPC or Macintosh 
DESIGNED BY: M/B Interactive 


DISTRIBUTED BY: Philips Media 
Worldwide Plaza, 825 Eighth Avenue 
New York, NY 10019 


PHONE: 1-800-340-7888 
STREET PRICE: $20.00 
REQUIRES: N/A 
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Star Wars 
Trilogy 
CD-ROM 


This is the official, Limited Edition 
CD-ROM of Star Wars multimedia 
clips from Sound Source. The mul- 
timedia clips are both video and 
audio files that you can use to cus- 
tomize you computer. And boy can 
you customize your machine. This 
edition contains over 200 video 
clips from the Star Wars trilogy: 
Star Wars, The Empire Strikes 
Back and Return of the Jedi. These 
clips can be assigned as event 
defaults. Yep, if you want you can 
have a video clip pop-up every time 
you call for a new window or a new 
application. The clips are short and 


Personal Desktop 


ade A2-D 
on ene Space: Destruction of Alderaan - 
Hew | Space Impenal Cruiser pursues 


‘|i Space: TIE's Attack Fleet - AVI ¥ 


(DUT OF FOUR) JUST AS 
THE STAR WARS SAGA SET 
NEW SCI-FI MOVIE STANDARDS, 
—. DARK FORCES SETSA 
HIGH MARK..." —0sA TODAY’ 


- “IMPRESSIVE!” 


— DARTH VADER 
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20 programmable 14 functions. 4 button joystick 20 programmable 12 programmable 
functions Programmable.when functions. Makes other functions 
used with the Standard joysticks 
Pro Throttle programmable as well. 


For Mac and PC. 
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CH PRODUCTS 970 Park Center Drive Vista, CA 92083 Phone 619 598 2518 Fax 619 598 2524 PRO nUCTS 
http://www.ehproducts.com - America OnLine: CHProducts@AOL.com - CompuServe: Go GAMEPUB 


of high quality so they won't i in 
the way as much as you think they 
will. In addition you can use over 
260 8-bit and 16-bit audio clips. 
Every memorable line in the movie 
trilogy can be found in this CD- 


ROM. Use the .WAV and .AVI files 
until your machine is more Star 
Wars than the movies. 

This CD-ROM comes with a 
Certificate of Authenticity and a 
serial number that helps support its 
collector item status. 

- Steven Greenlee 


REQUIREMENTS 


386DX+, 4MB RAM, SVGA, Win 3.1 
LC+, Sys 6.0.7, 4MB RAM, 256 Color Mon. 


AVAILABLE FOR: MPC or Macintosh 
DESIGNED BY: Sound Source Intern’l. 


DISTRIBUTED BY: Sound Source 
2985 E. Hillcrest Dr., Suite A 
Westlake Village, CA 91362 


PHONE: 1-800-877-4778 
STREET PRICE: $30.00 
REQUIRES: N/A 


After Dark’s 
Totally 
Twisted 
Screensaver 


own module, Mowin’ Boris. 
Accidents can happen you know. 
Feel free to shoot the Mime in 
Mime Hunt. My favorite is Bungee 
Roulette. Sometimes the bungee 
cord breaks, sometimes it doesn't. 


In all there are 13 modules with 
many more customizable options. 
Then there’s the ability to use a 
screen for wallpaper and run sev- 
eral modules with Multimodule. 
This screen saver is fun and funny. 

- Steven Greenlee 


REQUIREMENTS 


386+/ Win 3.1, 486+/Win 95, 
4/8MB RAM, VGA, Sound Card 


AVAILABLE FOR: MPC or Macintosh 
DESIGNED BY: Berkeley Systems 


| DISTRIBUTED BY: Berkeley Systems 
2095 Rose Street 
Berkeley, CA 94709 


PHONE: 1-510-540-5535 
STREET PRICE: $30.00 
| REQUIRES: N/A 


AudioTracks 
Professional 


There are many software titles 
out now that will let a single user 
design multimedia presentations. 
One of the important elements of 
any presentation is music and up to 


Audiolracks Professional - Untitled 


now most of the music used comes 
off of compilation CD-ROMs. But 
with AudioTracks Professional you 
now can make your own royalty 
free and unique musical elements. 
Audio Tracks Pro is from Blue 
Ribbon Soundworks (who were just 
acquired by Microsoft) and they are 
well Known among professional 
musicians for their computer music 


10 RATING. 


INFORMATION 


programs. AudioTracks Pro is a 
powertul, but easy-to-use CD-ROM 
and should be on every multimedia 
developer's shelf. 

- Steven Greenlee 
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REQUIREMENTS 


386+, 4MB RAM, VGA, Win 3.1, Win 95 
CD-ROM drive, Soundcard 


AVAILABLE FOR: MPC or Compatibles 
DESIGNED BY: Blue Ribbon Sound. 


DISTRIBUTED BY: Blue Ribbon Sound. 
1605 Chantilly Dr., Ste. 200 
Atlanta, GA 30324 


PHONE: 1-404-315-0212 
STREET PRICE: $149.95 
REQUIRES: N/A 


DARK FORCES IS 
THE GAME THAT DOOM I. 
SHOULD HAVE BEEN... 
A MUST-OWN.". 


— COMPUTER PLAYER * 


“For years our users have been 
begging us to do an ‘uncensored’ 
After Dark,” says After Dark mar- 
keting director Greg Marek. Now 
it's here, a screen saver with a 
slightly twisted sense of humor that 
had me laughing and hee-hawing. 
Now instead of After Dark’s familiar 


"CONSUME YOU 
| WILL! YO0A 


Bungee Roulette 


Flying Toaster you'll get Flying 
Toilets instead. Another module 
has you swimming in a toxic lake 
and taking in the beauty of warped 
fish. Then the Mowin’ Man and 
Boris the cat are together in their 


a ae Dark Frces game © 1894 Lucasfim Lid. and LucasArts Entertainment Company Al righ 


trademark and Dark Forces is a trademark of Lucasfilm Ltd. The LucasArts logo is a 


Beyond The 
Wall 


As a teenager in the waning 
years of the Vietnam War, | 
remember well those trying times. | 
always thought it was sad that 
those who gave up their lives 
seemed to be forgotten the politics 
of the situation. | am proud that 
this country has chosen to honor 


NEW YORK TIMES, WEDNESDAY, DECEWEER 2. 
G. L's in Vietnam Observe Yule |: 
}} Despite Peril of Red Guerrillas; . 


those soldiers who answered their 
country’s call and died. It is fitting 
then to experience the Vietnam 
Memorial in this well-presented 
CD-ROM from from Magnet 
Studios and distributed by 
Twentieth Century Fox Home 
Entertainment. 

This title is narrated by Adrian 
Cronauer (personified in Robin 
William’s movie Good Morning 
Vietnam) and it keeps alive the 
lives of fallen soldiers through let- 
ters, home movies and memorabil- 
ia. There are several areas to 
explore and Magnet was assisted 
in their development by The 
Vietnam Veterans Memorial Fund. 

- Steven Greenlee 


REQUIREMENTS 


486+, 8MB RAM, SVGA, Win 3.1 
CD-ROM drive, Soundcard 


AVAILABLE FOR: MPC or Compatibles 
DESIGNED BY: Magnet Studios 


DISTRIBUTED BY: 20th Century Fox 
P.0 Box 900 
Beverly Hills, CA 90213-0900 


PHONE: 1-310-369-2851 
STREET PRICE: $49.98 
REQUIRES: N/A 


Animated 
Greetings 


| got a sneak preview of this title 
a ways back and I’ve been waiting 
for it ever since. Animated 
Greetings comes with a variety of 
electronic cards in which you cus- 
tomize. Like the singing frogs. 
There are five frogs the person get- 
ting the greeting must click on to 
discover its message. Each frog 
sings a portion of the birthday song 
and when they are clicked on in 


Animated sa Greetings” 


All The People Who Love Me 


Continue To Love Me But 
What Else Can You Do? 
mieven Greenlee 


order they animate and sing the 
song. It's very cute, but there are 
several more. On the shelves now 
is Season’s Greetings. Here you'll 
find several seasonal greetings, 
many of which are quite humorous. 

Each greeting can be sent to 
friends and family on one 1.44 MB 
floppy or if you're jacked into the 
Internet, you can send them via e- 
mail. The program is so easy to 
use it will be hard to keep from 
sending them out by the multi- 
packs. | love this title. 

- Steven Greenlee 


REQUIREMENTS 


386 or Better, 4MB RAM, VGA, 
68040+, 256 Color Monitor, Sys 7.0 


AVAILABLE FOR: MPC or Macintosh 
DESIGNED BY: Pineapple Inc. 


DISTRIBUTED BY: Software Affiliates 
16633 Ventura Bivd., Ste. 1210 
Encino, CA 91436 


PHONE: 1-818-385-3710 
STREET PRICE: $29.95 
REQUIRES: N/A 


ScruTiny In 
The Great 
Round 


What do you get when a true 
artist decides to use the computer 
as a medium? You get ScruTiny In 
The Great Round. This is truly a 
piece of art using multimedia ele- 
ments of sound, music, narration, 
morphing images and incredible 
graphics. It was designed by New 
York City artist Tennessee Rice 
Dixon and was based upon her 
book collage art and poetry. 


If this CD-ROM was hanging on 
a gallery wall, people would be 
Standing around discussing the 
impact of the work, but the bottom 
line is that it really does resist 
description. There are flowing 
images conjuring up impressions of 
what it is like being a woman and 
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dealing with childbirth, marriage 
and sex. Other collages produce 
images of maleness. These images 
are initiated by the manner in 
which a user interacts with the 
screen. Some images are com- 
bined with music and narrated 
poetry. It is simply the most 
impressive work of art that now 
exists on CD-ROM. 

- Steven Greenlee 


REQUIREMENTS 


68030+, 8MB RAM, 256 Color Monitor, 
CD-ROM, Sys 7.0 


Available for: Macintosh 
Designed By: Calliope Media 


Distributed by: Calliope Media 
1526 Cloverfield Bivd. 
Santa Monica, CA 90404-3502 


Phone: 1-800-617-2541 
Street Price: $59.00 and $100.00 
Requires: N/A 


DOOM? ACTUALLY, IN < 
ALMOST EVERY WAY, 
AT'S BETTER.” 


— COMPUTER GAMING WORLD” 


- “FEARLESS AND 
INVENTIVES” 


— JABBA THE HUTT 


A FIRST PERSON, ORIGINAL STAR WARS* CD-ROM EXPERIENCE. 


Dark Forces game © 1994 Lucasfilm Ltd. and LucasArts Entertainment Company. All rights reserved. 
Used under authorization. Star Wars is a registered trademark and Dark Forces is a trademark of Lucasfilm Ltd 


The LucasArts logo is a registered trademark of LucasArts Entertainment Company 


CHECK OUT THE DARK FORCES DEMO ON THE LUCASARTS BBS AT (415) 257- 


The Friendly Ghost 


Casper comes alive in Knowledge Adventure’ s new Brainy Book for kids. 


oo! He’s back big- 
ger than ever. 
Actually he’s still 
the same cute little 
size (except when 
trying to make a point and nobody 
is listening to him). He’s Casper— 
The Friendly Ghost: Hot off his sil- 
ver-screen debut, Casper is now 
using his movie to help your kids 


read and have fun. The Casper 
Brainy Book is from Knowledge 
Adventure and it is a sure delight to 
read, look at, listen to and play 
with. 

Casper’s Brainy Book very much 
resembles a Living Book, the story- 
like edutainment games from 
Broderbund, but this one has a 
depth and sophistication that 
should delight even the most hard- 
ened six year old. 

The program begins with Kat and 
her father moving into a creepy old 
mansion—Whipstaff Manor—on 


i2¥3 COMPUTER GAME REVIEW 


purpose. Kat’s dad is a ghost 
hunter and he wants to find some. 
Well, it’s just Dr. Harvey’s luck that 
Casper and his three uncles 
(remember their names?) happen 
to be this mansion’s resident 
ghosts. From there it’s all laughs 
and fun to the happy ending. 

Each page begins and ends with 
the page being animated like a car- 
toon. After the beginning cartoon, 
the story is read out loud by two 
very good voice-talents, Joe Nipote 
and Hettie Lynn Hurtes. Each word 
of the story is highlighted, keeping 
to the Brainy Book’s educational 


slant. The talent doing the charac- 
ter voices is top-notch as well. 

There is much more to do in this 
book. Every child’s title has hot- 
spots, but in Casper they are done 
with imagination and flair. This is 
truly a welcome revitalization of an 
overused and creatively bland fea- 
ture. The pursuit of the bedbugs of 
Dr. Harvey is funny and it’s equally 
fun to find their hot-spot in a room. 
It’s a bug hunt, so to speak. 
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Ujfter meeting Casper's three Uncles, 
te r. aaaeEYY was as scared as Kat. The three ghosts. 
seemed to be very mean. 


VSR aS er “inion 


Beyond that there are the games. 


There is Shake, Rattle and Roll. 
The uncles have stuffed Casper 
into a stove pipe and you've got to 
help him get out. You do this by 
correctly spelling the word on the 
screen. Random letters fall from 
the top of the stove and you have 
to drag them to their correct posi- 
tion in the word. Another game is 
Peek-A-Boo. Dr. Harvey has been 
transformed into a ghost and you 
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have to help him get back to nor- 
mal by clicking on a object’s name. 
That name, though, is hidden on a 
board a la Jeopardy. Lastly, there 
is the Creature Feature game 
where you put the ghosts together 
after they’ve been scrambled into 
puzzle pieces. The hard level of 
this game has actual movie video 
clips. 

The Casper Brainy Book is con- 
figurable for different age groups 
and comes with three levels of diffi- 
culty. This easily is one of the more 
entertaining titles I’ve seen this 
Christmas season. Oh, the uncles 
are Fatso, Stinky and Stretch. 

- Steven Greenlee 


REQUIREMENTS 


486+, 4MB RAM, SVGA, Win 3.1 
68040+, 8MB RAM, Sys 7, 256 Color Mon. 


AVAILABLE FOR: MPC or Macintosh 
DESIGNED BY: Knowledge Adventure 


DISTRIBUTED BY: Knowledge Adventure 
1311 Grand Central Avenue 
Glendale, CA 91201 


PHONE: 1-818-542-4200 
STREET PRICE: $32.00 
AGE: 4-8 
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COMING OCTOBER 27th i 


Take a trip into the third dimension with the suicidal KIDS TO ADULTS 
superstars from the craziest puzzle game around! Explore a an" 
fully texture mapped, real-time 3D environments packed : 

with Lunatic Lemming action. Test your wits against this 

all-new brain teaser — it's the most fun you can have 

rescuing rodents! 


PlayStation and the PlayStation logo are trademarks of Sony Computer Entertainment Inc. 3D Lemmings™ 
is a trademark of Psygnosis Ltd. 3D Lemmings is developed by Clockwork Games and based on original characters created by DMA Design. © 1995 Psygnosis. © 1995 Sony Electronic Publishing Company. 


WELCOME TO PARADISE 
Check into the world famous 

El San Juan Hotel & Casino”. 
Cruise through the virtual, casino, - 
walk right up to the tables etry 
your luck, orhead back to your — i 
hotel room ior room/service. 


to choose from. 


LEARN 10 WIN © 
Great for pros and beginners ali 
Basic rules are available right at 

the game tables. Or, polish up 
your skills with the full-motion 
video tutorial. 


check out what’s new at http://www.gtinteractive.com 


Williams Entertainment Inc, 


Distributed by 
GT Interactive Software A subsidiary of 


Island Casino™ ©1995 Williams® Entertainment, inc, All rights reserved. Developed by Random Games, Inc. Distributed by GT Interactive Software Corp. 
under license from Williams® Entertainment, Inc. Island Casino™ is a trademark of Willlams® Entertainment, Ine. El San Juan Hotel & Casino™ is a trademark 


ay ee : ; anemone a8 
OF WMS Games, Inc. Williams® is a registered trademark of Williams Electronics Games, Inc. GT and the GT logo™ are trademarks of GT Interactive Software Corp. 16 East 40th St., New York, NY. 10016 - me 


Po Torre eel Orme wena n meee CR Re PSS Ee Ss ves eve SePOE es Nese SA CSIR Ce COR VEN esd ieee se sess en sees ee sss SSS ks Seine ce SeWwees eee Seevecss sues eeteeaeees ane ebe dee se ccd sebicbeccesecubeenceeee eek 


Wild Board 
Games 


At this time there is no 
other children’s title out on 
the market that is more fun 
and entertaining than Wild 
Board Games from Corel. 
This title is pure straight- 
forward fun with no super- 
constructed, super-subtle 
tidbits of super-conceived educa- 
tional elements. Nay, this is chess, 
checkers, Reversi, Snakes and 
Ladders and Switch Puzzle. 
That's right, five old favorites are 
on this CD-ROM, but their wonder- 
ful presentation is simply the most 
fun | have encountered for a title in 
this genre. There are four reasons 
for those statements: Jack the 
Rabbit, Edna the Chicken, Morton 


ry | took one of yours. , 
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the Monkey and Benny The Dog. 

Each game is hosted by one of 
these four character and you play 
against them in the game. They are 
wonderfully animated in crisp high- 
resolution graphics and they make 
the perfect gaming companions. 

In addition to the great gaming 
companions, you can play the 
games in your choice of settings. 
The entire motif is a house—an 
everyday kind of like your house— 
house. Your settings are: the 
kitchen, the attic, the backyard or 
the basement. Each area is a plea- 
sure to play in with hot-spots and 
special hidden games or activities. 

In the basement and in the attic 
clicking on a wall picture starts up 
a paint program. There are eight 
ready-made scenes that can be 
colored. In the kitchen be sure to 
click on the refrigerator because 
that’s where the slide puzzle is. Am 
| telling too much? Well, then in the 
basement there is another game 
and yet another in the backyard. 
Some of the activities include the 
Cake Maker. In the kitchen 
click on the 

cake and 
you will be 
able to deco- 
rate it 
with a 
variety of 
special 
fixings 
like stars 


and rainbows. You can even write 
your name on the cake. Once the 
cake is decorated, it will remain 
decorated even when you've gone 
back to the main gaming screen. 
Other features of Wild 
Board Games include being 
able to switch from 2D to 3D 
views and a manual save 
just in case it’s dinner- 
time, and you want to 
continue the game later. 
Chess, checkers and Reversi 
all have three levels of difficulty 
with the hardest level for 
teens and easily amused 
adults like me. For younger players 
Polly the Parrot can be activated to 
warn against bad moves or give 
hints. 
Corel’s Wild Boards games is a 
lot of old-fashioned fun. 
- Steven Greenlee 


REQUIREMENTS 


486+, 8 MB Ram, SVGA, Win 3.1 
LCIll+, 8 MB Ram, Sys 7.1, Color Monitor 


MPC or Macintosh 
Artech Digital Entertain. 
Corel Corp. 


The Core! Bidg, 1600 Carling Avenue 
Ottawa, Ontario, Canada K1Z 8R7 


1-800-455-3169 
$39.95 


4+ 


Chop Suey 


Welcome to the world of Lily and 
June Bugg. It is a world full of 
magic and wonderment and it all 
begins when the sisters are munch- 
ing a chop suey lunch at the Ping 
Ping Palace. This leads to an after- 
noon of daydreaming and exploring 
the surrealistic town of Cortland, 
OH. Your children are invited to 
explore the town as well. 

Using the map, your child can 
join the Bugg sisters in a number of 
daydreams. The houses, objects 
and characters are illustrated in an 
art nouveau style that emphasizes 
the dream-like story line. Some of 
the people to visit include Aunt 
Vera. She is a former chorus line 
dancer. Or stop by Dooner’s 
garage. He’s a punk rocker and 
Vera’s cousin. This entire title is 
designed to stimulate a sense of ~ 
wonder in young girls about the 
average world around them. It also 
says it’s alright to daydream and to 


Available tor DOS, 
Mac/PowerMac. and 
Win/Win 95. CD-ROM only 


CD-ROM for IBM 
& Compatibles 
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R. BETTER. 
Y TO ROLL! 


If you were blown away by 
PANZER GENERAL, you'll be blown 
to bits by ALLIED GENERAL’! 


ANZER GENERAL took the gaming world by 

storm. It established an entirely new game cxttihee 

category, prompting Computer Gaming World Va a WS 

to call it, “...such fun that even non-wargamers SaSTAR, 

are likely to find themselves hooked.” Se 

Now, prepare to become an ALLIED GENERAL. 

Volume II in SSI’s premier 5-Star Series’ has you in its 

_ sights — and this time the battlefield is the state-ol- 
the-art Windows” 95 environment! 

Like its award-winning predecessor, success 
depends on your effectiveness as a leader. Play three 
‘ampaign games as an American, British or Russian General against 
the German army. Or choose over 35 scenarios that let you play as either 
the Allied or Axis side. Engage in a little conjecture: several what-if scenarios 

include Churchill’s never-realized invasion of Norway — Operation Jupiter. 

With so many choices, your abilities will be tested as never before! 

Watch your forces grow with each victory. Use new troop types such as Finnish 
ski troops. Engage in E-mail gaming with 
streamlined file transfer and full VCR playback 
of your remote opponent’s turn. All of this and 
more await your challenge. Welcome to the next 
generation of strategy gaming! 


ALLIED GENERAL. 
The excellence continues. 


To Order: call 1-800-601-PLAY with Visa/MC 
(North America only). 


IBM SVGA DISPLAYS 


ALLIED GENERAL and PANZER 
GENERAL are trademarks of 
Strategic Simulations, Inc. ©1995 


use bog 
oy Strategic Simulations, Inc. All rights re | 
reserved. Windows is. a registered a 
x x trademark of Microsoft Corp. bead 
0 Nr 


A MINDSCAPE” COMPANY 


use your imagination using what 
you know. Hence the singing and 
dancing pickles and cupcakes 
you'll find during the picnic. 

Chop Suey has a depth of 
artistry not commonly found in chil- 
drens’ titles. It’s almost computer 
verité. - Steven Greenlee 


REQUIREMENTS 


486SX+, 8 MB Ram, SVGA, Win 3.1 
2xCD-ROM drive, Sound Card 


AVAILABLE FOR: MPC or Compatibles 
DESIGNED BY: Magnet Interactive 


DISTRIBUTED BY: Fox Home Ent. 
P.0. Box 900 
Beverly Hills, CA 90213-0900 


PHONE: 1-310-369-2851 


Putt-Putt Saves 
The Zoo 


Look! It’s a bird! It’s a plane! No! 
It’s a car! A purple car no less. 
Yes, it’s Putt-Putt. Don’t let his 
compact size fool you. His mind is 
like a well-oiled engine and he'll 
have to put it to good use in his lat- 
est adventure—Putt-Putt Saves 
The Zoo—from Humongous 
Entertainment., the same people 
who created Freddi Fish. 

Putt-Putt has more than 25,000 
frames of hand-drawn animation, 
and it shows. This is a superb-look- 
ing title. It’s fluid and smooth with 


eye-popping colors and rich depth 
of perspective. The voice charac- 
terizations are good as well. 

Will a 3-6 year old notice these 
things? No, it probably won’t be 
something they'll analyze over milk 
at daycare, but since it is like a 
good cartoon, they will react with 
glee at Putt-Putt’s adventures. 

In this case, Putt-Putt has to help 
Outback Al prepare for opening 
day, but many of the baby animals 


have gotten lost. Putt-Putt has to 
find them and take them home. 
The puzzles are inventive and will 
take some work for your child to 
do, but it will be all fun and play for 
them. - Steven Greenlee 


REQUIREMENTS 


486/33+, 8 MB Ram, SVGA, Win 3.1, 
2xCD-ROM, 

AVAILABLE FOR: MPC or Compatibles 
DESIGNED BY: Humongous Ent. 


DISTRIBUTED BY: Humongous Ent. 
13110 WE. 177th Place 
Woodinville, WA 98072 

PHONE: 1-206-485-1212 


STREET PRICE: $39.95 
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The latest release from Micro 
Star is a delightful interactive 
comic book. The story line is sim- 
ple but engaging and is supported 
by a fine comic book presentation. 

The story concerns Rudy and 
how she teaches her younger 
brother Joey how to bat. The story 
is presented in a succession of 
comic panels.The dialogue boxes 
can be clicked on and the words 
will be read out loud. In some 
cases each click on the dialogue 
box will produce a response. 

There is a lot of action packed 
into this title. There are six games 
that can be played by clicking on 
the interactive television including 
a full nine-inning baseball game. 
There are hidden hot spots, jokes, 
sing-a-longs and pop-up windows 
with baseball trivia. And there are 


was... the 


hampionship on the line... facing the p 
her in the county. | just knew | was going to 
fence 


four possible endings which is 
determined by your child during 
Joey’s final at bat. 

This non-violent game is a joy to 
use and has a true to life feeling. 
The graphics are well drawn. | 
highly recommend At Bat. 

-Steven Greenlee 


REQUIREMENTS 


386 or Better, 4 MB Ram, SVGA, 
CD-ROM drive, Win 3.1 


AVAILABLE FOR: MPC or Compatibles 
DESIGNED BY: Micro Star 


DISTRIBUTED BY: Micro Star 
2245 Camino Vide Robie, Ste. 100 
Carisbad, CA 92009 


PHONE: 1-800-777-4228 
STREET PRICE: $39.95 
AGE: 6-12 


Available for 
Mac/PowerMac and Win. 
3.5" Floppy and (D-ROM. 


non-linear, fully interactive adventure fille d wi th out-t 
and illusion in t 
nel bending pu 
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Cl fiction master Rav Bradbury himself. 


“RAY BRADBURY’S THE MARTIAN CHRONICLES 


is a hard-core puzzle lover’s dream.” 
—FElectronic Entertainment 
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©My a trademark of Cyan, Inc. Copyright 1993. Broderbund Software and Cyan, Inc. All rights reserved. 
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Learn The Art 
of Magic 


| always wanted to be a magi- 
cian. A real magician/sorcerer like 
Merlin or Allannon (from the 
Shanara books series). 
Occasionally, | can twist twist ties, 
but alas | am not the magician | 
had always hoped to be. Things 
are changing thanks to Broderbund 
and their latest release Learn The 
Art of Magic with Jay Alexander. 

Jay Alexander began playing with 


nO DIN! 
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his great grandfather's magic props 
at the age of 11. At 14 he won the 
Society of American Magicians’ 
Gold Medal of Honor. Today, he is 
active working his magic at con- 
certs, festivals and has appeared 
on television. He says, “Magic and 
kids are two things I’ve always 
loved working with.” His in-your- 
face style is the cornerstone of this 
CD-ROM, and visually it is very 
appealing. All the backgrounds are 
colorful turn-of-the-century posters 
and the music is calliope music. 
Alexander’s intended audience is 
kids, so the tricks he performs are 
simple enough to learn, but still 
very much in the realm of sleight of 
hand. Alexander will show how the 
trick looks when you perform it and 
then he shows how to do it ina 
step-by-step fashion. 
' There are five different modules 
in Learn the Art of Magic. In Magic 
Slang kids will find a glossary of 
terms of the trade. Famous 
Magicians contains bios of famous 
illusionists like Houdini. The Box 
Office area is where the budding 


REQUIREMENTS 


486+, 4MB Ram, SVGA, Win 3.1 
68030+, 3MB Ram, Sys 7, 256 Color Mon 


AVAILABLE FOR: MPC or Macintosh 
DESIGNED BY: Br_lderbund 


DISTRIBUTED BY: Bri_iderbund 
500 Redwood Bivd 
Novato, CA 94948-6121 


PHONE: 1-415-382-4400 
STREET PRICE: $35.00 
AGE: 8-12 
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prestidigitator can print out posters 
and tickets for their own show. The 
Magic Tricks module contains how- 
tos in five categories of magic. 
Learn the Art of Magic is engag- 

ing and any kid will be able to use 
what he or she learns. 

- Steven Greenlee 


My Make 
Believe Castle 


| pretend my home is my castle 
all the time, right up to the point 
when the landlord wants the rent 
money. If | was four to seven years 
old | could play My Make Believe 
Castle from LCSI. It is designed for 
pre-readers and allows the young 
ones to use objects in different 
rooms of the castle and then watch 
what the animations do. 

There are more than enough 
items to use in this title to stimulate 


¥ 


the creativity of the child. You can 
direct characters to walk across a 
room in a straight line or have them 
wander around. Place a foot icon in 
the character's path and when he 
walks over it he will run. Another 
icon will cause the character to 
break into a cute little dance rou- 
tine. There are starts, stops, spin, 
flying, falling down, somersault, 
changing shape and climbing as 
well. With a little help from parents, 
your child will be able to have a 
character walk across the floor, 
step on the jump icon and land on 
a Catapult that will fling fruit across 
the room. -Steven Greenlee 


REQUIREMENTS 


386 or Better, 8 MB Ram, SVGA, 
CD-ROM drive, Win 3.1 


AVAILABLE FOR: MPC or Compatibles 
DESIGNED BY: LCSI 


DISTRIBUTED BY: LCSI 
P.O. Box 162 


Highgate Springs, VT 05460 
PHONE: 1-800-321-5646 
STREET PRICE: $49.95 

AGE: 4-7 


Available far DOS. 
Coming fer Win 95.and 
Marc. ()-ROM anh. 
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MJ) Distributed by Virgin 
Interactive i 
Entertainment, Inc. 
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A Looking Glass 
Technologies 
Production 
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©1995 Looking Glass Technologies, Inc., Cambridge MA. Terra Nova, Looking Glass and the distinctive logos are trademarks of Looking Glass Technologies, Inc. 
Utilma Underworld | & Il and System Shock are trademarks of Origin Systems, Inc. All rights reserved. 
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Jack’s House 


This title from Kids Count 
Entertainment was developed by 
Vicki Esralew of suburban Chicago 
and is her version of suitable edu- 
cation for toddlers. She said she 
was concerned with the aggressive 
content of some children’s pro- 
grams so she designed Jack’s 
House. This title is very simple to 
use and contains the beginnings of 


educational elements like an ABC 


song. Also, the young ones can 
use the electronic coloring book or 
read the Bonus Storybook. 

This is a solid program and 
should contain enough depth to 
entertain very young children for a 
while. There is a positive feel to the 
game, but really no more so than 
most titles targeting this age group. 

- Steven Greenlee 


REQUIREMENTS 


386 or Better, 4 MB Ram, VGA, 
CD-ROM drive, Win 3.1 


AVAILABLE FOR: MPC or Compatibles 
DESIGNED BY: Kids Count 


DISTRIBUTED BY: Kids Count 
P.O. Box 428 
Northbrook, IL 60065-0428 


PHONE: 1-800-Kids-345 
STREET PRICE: $39.95 
AGE: 2+ 
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Qwirks 


There is an entertainment value 
to Tetris and Tetris-like games that 
| can’t quite put my finger on. 
Regardless, Qwirks has entertain- 
ment at its heart and is sure to 
please most kids. 

First, there is the story line: 
There’s been an invasion of Qwirks 
and it’s your job to stop them. Pairs 
of multicolored Qwirks fall from the 
top of the screen and you have to 
match four or more colors to 
remove them from the screen. 
You'll have to rotate them, stack 
them and nudge them into place. 


While you are doing this, an enemy 
Qwirk is also playing and you have 
to keep your screen cleared before 
the Qwirks pile up. 

- Steven Greenlee 


REQUIREMENTS 


386+, 4 MB Ram, SVGA, Win 3.1 
CD-ROM drive 


AVAILABLE FOR: MPC or Compatibles 
DESIGNED BY: Compile Corp. 


DISTRIBUTED BY: Spectrum HoloByte 
2490 Mariner Square Loop 
Alameda, CA 94501 


PHONE: 1-800-695-GAME 
STREET PRICE: $18.99 
AGE: 7+ 
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Madeline and 
the Magnificent 
Puppet Show 


You'd never know it to look at 
her, but Madeline is more than 55 
years old. Now jumping from the 
pages of her popular books, 
Madeline has her own CD-ROM 
game that continues her tradition 
of entertaining children. 

In this game, Madeline has 
decided to put on a puppet show to 


help her neighborwho is about to 
be evicted. Madeline figures a pup- 
pet show would raise the money 
her friend needs. Your child must 
help Madeline explore a richly 
drawn world. This world has hot- 
spot animations and a variety of 
creative activities. The main goal is 
getting all the items needed to put 
on a puppet show. Some of these 
items including painting a back- 
drop, decorating invitations and 
making the puppets. 

Young boys in the 5, 6 or 7 age 
range will be amused, but little girls 
should very much identify with 
Madeline. - Steven Greenlee 


REQUIREMENTS 


486 or Better, 8 MB Ram, VGA, Win 3.1 
2xCD-ROM drive, Mouse 


AVAILABLE FOR: MPC or Compatibles 
DESIGNED BY: Vortex Media Arts 


DISTRIBUTED BY: Creative Wonders 
P.O. Box 7532 
San Mateo, CA 94403-7532 


PHONE: 1-800-KID-XPRT 
STREET PRICE: $39.95 
AGE: 5+ 


It’s a SimWorld. 
Get lost in it. 


[SIM uly 0 With Maxis as your 


travel agent, you 
never know where 
youll land next. 
The SimCity 2000 
(D Collection puts 
you in the Mayor's 
Mansion—just in 
time to face disas- 
ters like Hurricane 
Hugo. SimTower 
offers a breath- 
taking view atop 
your financial empire—too bad there's 
a five-alarm inferno in progress. And 
our newest locale, Simlsle, lets you 
rule a rainforest—where it’s the wildlife 
vs. the warlords. The Sim games. 


No restrictions apply. 


MIA 


© 1995 Maxis, Inc. All rights reserved. SimCity 2000, SimTower, 
Simlsle and Maxis are registered trademarks of Maxis, Inc. 
For product or ordering information, contact your local retailer 
or call 1-800-33-MAXIS. Visit the Maxis Web page at 


http://www.maxis.com. 
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CYBERDREAMS~ 


The horror of Dark Seed is back. Mike Dawson awakens from 
his nervous breakdown to find himself accused of murdering 


his high school sweetheart, Rita. Caught between the H.R. 


Giger inspired Dark World of the Ancients and the Normal 
World, he must find the real killer before the killer finds him. 
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Chilling cinematic sequences, eerie alien 
conversations and 75 unique 3-D landscapes 
make this psycho thriller a real challenge. 


Rita’s murder is part of the Ancients’ 
fiendish plan to conquer the Earth, and : 
Mike's soul is their key. Explore the 
hidden Dark World to try to foil the 
Ancients’ new plot and, perhaps 4 
earn Mike's sanity. Immerse yoursel ee 
in worlds of textured 3-D graphics. Interact with over thirty ee 
characters. View haunting cinematic sequences. The path 

can take many turns and will be a persistent challenge to all 


who accept it. As for Mike, his fate is in your hands as is the 


ultimate fate of the world. 
LEE Pea OR AS We TWEE : 
Check out DARKSEED II at http:/www.mgmua.com 73506 Calabasas Road, Suite 102 ca alot 


Calabasas, California $1302 © Telephone (818) 223-9990 Dark Seed Il and Cyberdreams are a registered trademark of " @)) a 
Cyberdreams, Inc., © Illustration Illuminatus |©)1978 H.R. Giger All Rights Reserved. ©1995 Cyberdreams, Ine. aS: 


| he idea of an inter- 

stellar warfare/ 

empire-building 

game is not a new 

one. In fact, lately it’s 
been one of the most popular gen- 
res of games. The game designers 
at Playmates Interactive think that 
they have created a game that 
incorporates all of the necessary 
elements of builders and military 
sims into their latest production Into 
the Void. Into the Void fits the clas- 
sic description of a resource man- 
agement strategy game, but it 
incorporates elements of classic 
science fiction novels and cinema 
as well. 

Up to 10 players can vie for inter- 
galactic domination as a variety of 
alien species over serial modem 
connection, local area network or 
e-mail. Using their talents as navi- 
gators, researchers, spies, diplo- 
mats and warriors, each player is 
striving for the survival of his or her 
species. It isn’t necessary to wipe 
everyone out to win, though. The 
game is played to a specified point 
total with the first species reaching 
that total claiming galactic domi- 
nance. 

Players have control over the 
various aspects of the galaxy they 
play in as well. Large, sprawling 
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pas Each of the various races gets a different percentage of points for each action. For instance, the Sochan get maxi- 


mum points for research and very little for espionage. Note the number of multiplayer options as well. 


galaxies with a low final total for 
victory will make for a quick game 
with few encounters between play- 
ers. On the other hand, a small 
galaxy with a lot of planets will 
make for a cut-throat game where 
the victor is likely to be the last one 
standing. 

To succeed, you will need 
to utilize the strengths of 
your race. For instance, if 
your race is excellent at 


Rae’ a Mine for various miner- 


als to helps speed 
along your research 


and your manufactur- 
ing of new items. 


research, you'll want to investigate 
as much as you can and buy off 
would-be attackers by giving them 
technology they might not have. 
Create peace treaties and non- 
aggression pacts with your oppo- 
nents and, if the opportunity 
strikes, break those treaties to your 


advantage if you’re strong enough. 
Design mighty starships to get you 
off your planet and seek out new 
worlds and enemies to conquer. 
Everything you want is there for the 
taking if you have the knowledge 
and the guts to leave your world 
and go Into the Void. 


REQUIREMENTS 
486 or Better, 8MB RAM, SVGA, 
CD-ROM drive 
AVAILABLE FOR: PC and compatibles 


DESIGNED BY: Adrenalin 
Entertainment 


DISTRIBUTED BY: Playmates Interactive | 
STREET PRICE: $40-60 | 
| RELEASE DATE: Fourth Quarter, 95 


Photo-realistic, fully functional 
instrument panel. 


KIDS TO ADULTS 


AGES 6+ 
©1995 Philips Media, Inc. 


Dogfight the deadly Zero or 12 
other classic WWII war birds. 


> 


Fifty years ago, air combat decided the 
fate of the world. Now it's your turn. With 
Fighter Duel for PC CD- 

ROM. The most realistic 

dogfight simulator in his- 

tory. Through amazing 

high-resolution graphics, 

you'll experience real-world physics and flight 
modeling as you pilot Messerschmitts. 


te 
eS. 


For more information call 1-800-340-7888. 


Visit our Web Site at http://www.philipsmedia.com/media/games 


Scan the skies with multiple 
cockpit views. 


Spitfires, Mustangs, Corsairs and Zeros. 
There's even a rookie mode for beginners. 
Can you survive seven 

tactical scenarios? Over- 

come eight bandits at 

once? Or outgun that 

second modem pilot? 

Without losing your lunch... Or your life? 
Fighter Duel. The way it is, is the way it was. 


Take on human opponents in 
two-player modem duels. 


5 PHILIPS 


PREVIEWS * 


The Ultimate 
Guide to 
Mortal Kombat 


The Mortal Kombat series of 
games has been popular enough to 
spawn a movie, an animated fea- 
ture and a touring live show. If you 
can’t get enough of this arcade and 
home game system phenomenon, 
you can’t miss Threshold Entertain- 
ment’s Ultimate Guide to Mortal 
Kombat. 

Everything you’ve ever needed to 
know about all three games, the 
movie and more is here. You can 
discover the secret codes for all of 
the special moves including the 
Fatalities and more. See the early 
sketches and design notes of the 
various characters, find out how 
the movie effects were created, 
watch the ad for the live show and 
listen to an interview with the 
games’ creators. You can explore 
all aspects of Mortal Kombat and 
get details on everything you can 
think of and more. 

The Ultimate Guide to Mortal 
Kombat is the last word on this 
now-classic series of games. 


Learn all of the secret moves 
for all of the Mortal Kombat 
games for the arcade stand 
up and the home systems. 


REQUIREMENTS 


486 or Better, 8MB RAM, SVGA, 
CD-ROM drive, Windows 3.1 or ‘95 


AVAILABLE FOR: PC and Macintosh 


DESIGNED BY: Threshold Ent. 
DISTRIBUTED BY: BMG Interactive 
RETAIL PRICE: N/A 

RELEASE DATE: Fourth Quarter, 95 
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One of the various cityscapes in Lava Mind’s Zapitalism. 


Zapitalism 


On the island of Zapinalia, the 
Queen, Keshi Keshi Gomu, has 
decided to open up the land to for- 
eign imports for the first time in 
1,000 years. To do this, she has 
appointed a Royal Wholesaler who 
buys these products and distributes 
them to six recently established 
import stores who sell the product 
for as much as they can get away 
with. You are the manager of one 
of these stores. It’s your task to 
build a sprawling commercial 
empire on Zapinalia by selling more 
and undercutting your competition. 

To get the most customers, you'll 
need to budget money for such 
things as advertising and building 
larger stores. You'll also need to 
explore the various other islands 
for treasures and magic items that 
can boost the productivity of your 
staff. After all, everything’s fair in 


love and war, and on Zapinalia, the 
price wars have just begun. 
Among the places you'll visit is 
The Hive, where the Hive Master 
resides. He has the power to 
change the way the population 
behaves. For instance, one day 
everyone might think Lumber Fish 
are trash, while the next day, 
thanks to the whims of the Hive 
Master, everyone is clamoring for 
more Lumber Fish. Naturally, it 
pays to visit him regularly. In the 
Lava Zone, where most of the 
products you will be selling are cre- 
ated, a good meeting with the fac- 
tory owners can affect how the 
products are created, perhaps get- 
ting you a better price on the com- 
modities. Pester the hermit for a 
blessing (and hope he doesn’t 
curse you) or send the store owner 


ae? 4 | 


Like Gazillionaire, Zapitalism will have a unique look 


the hopes of recovering some 
priceless relics. 

You'll also have the choice of 
which store you want to run. Each 
has a different philosophy, from 
depending on great customer rela- 
tions to outselling and undercutting 
the other guys at any costs to 
downright sabotage and blackmail. 
Each one is a viable strategy, but 
only you can put into practice the 
style of the store you choose. 

Zapitalism has been created by 
Lava Mind, the developers of 
Gazillionaire. The game will include 
50 different products and descrip- 
tions, over 300 news events, 72 
good and bad special events, some 
with as many as 40 different sub- 
events tied to your decision making 
in each case and 12 travel loca- 
tions with between 25 and 100 
events in each. 


REQUIREMENTS 


386/66 or Better, 4MB RAM, VGA 
2x CD-ROM drive, Windows 


AVAILABLE FOR: PC and Compatibles 


DESIGNED BY: Lava Mind 
DISTRIBUTED BY: Spectrum HoloByte 
RETAIL PRICE: N/A 

RELEASE DATE: Spring, 1996 
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© 1995 Sierra On-Line, Inc. ® and/or 


BEFORE YOU peray 


HOW do you think Barry 
Sanders would do against the 
Eagles’ FOUR MAN FRONT in 
a short yardage situation? After 
FIVE straight carries? In a driving 
snowstorm? Sierra’s Football 
Pro 96 knows. 

ALL new for ’96. You get new 
players. UPDATED teams. All new 
STATS. More than 10,000 plays. 
Multiple player and league play. 
VIEWS from all over the field. 
Awesome SVGA motion captured 


Computer Gaming World's BE SF Sports Simulation 
Game Three Years Running, Passing and Punting. 


3-D animation. And the best 
artificial INTELLIGENCE ever. 
SO STRAP yourself in and 
play Front Page Sports®: 
Football Pro '96. GET it 
at YOUR local software 
retailer. Or order DIRECT 
24 hours a day, 7 days 
a week by calling 
1-800-757-7707. 


Visit us at: 
http://www.sierra.com, 


AOL, or CompuServe. Offer#: FBP504 


™ designate trademarks of, or licensed to, Sierra On-Line, Inc. All rights reserved. Officially licensed product of the NFL and the NFL Players Inc. NFL Shield is a registered trademark of the NFL. 
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Action-puzzle games 
take on a whole new 
shape with Icebreaker 
from Magnet Interactive 
Studios. The object of 
the game is simple: All 
you have to do is 
destroy all of the pyra- 
mids on the level to 
advance. However, 
completing this task is 
not going to be as easy 
as it sounds. 

The pyramids come in 
several different colors, each with 
its own special way to be 
destroyed. Blue pyramids must be 
rammed while red pyramids must 
be shot, and in fact are fatal if 
touched. White pyramids must 
also be shot and can be touched, 
but take multiple shots to destroy. 
Purple pyramids are easily 
destroyed with a single shot, but 
when eliminated, create a chasm 
that will kill you if you wander too 
near. Finally, green pyramids 
need to be rammed by the enemy 
seekers. 

Enemy seekers? Yep. It would- 
n't be much of a challenge if all 
you had to do was destroy the 
stationary pyramids. On each 
level you will be pursued by at 
least one and usually more dead- 
ly seeker pyramids. If they touch 
you, you'll die instantly. These 
enemies can be shot, but will 
instantly reappear somewhere on 


icebreaker 


An enemy seeker bites the dust from a 
well-placed shot. 


the level to start chasing you 
again. At the end of the level, 
when all of the stationary pyra- 
mids are gone, the seekers will 
try to hunt you down for the last 
time. When you shoot them after 
the other pyramids are gone, the 
seekers won't reappear. You 
can't get off the level until you are 
the only pyramid standing. While 
all of this is going on, the station- 
ary pyramids change color ran- 
domly. Woe to the player who, 
when trying to ram a blue pyra- 
mid, has it change to red just 
before the moment of impact! 
Icebreaker contains 150 levels 
of increasing difficulty. If you find 
that the game is too simple for 
you, there are four difficulty set- 
tings ranging from easy to insane 
(even the medium level is a solid 
challenge for most gamers). 
Increasing the level of difficulty 
increases the number of seekers. 


| REQUIREMENTS 


68030 or Better, 8 MB Ram, 
2x CD-ROM drive, 256-Colors 
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Quarterdeck: 


“THE HARD WAY 


Why 


THE HEFTY ONE 
ABOVE WILL GIVE YOU THE REAL 

. ARCADE EXPERIENCE AT HOME—AND A QUICK 

~ TRIP TO THE CHIROPRACTOR. THE SLEEK, LIGHTWEIGHT MODEL 

~ BELOW—FUL PINBALL—ALSO DELIVERS THE 3-D, MULTI-BALL PINBALL | 

ACTION YOU CRAVE, while saving youl back (and a pockettul of quarters). With | 

Tilt!, new for Windows® 95, you're bringing home three different tables—all 

with real ball movement, real sounds, and really cool zipper flippers. So pick up 

7 |, real, tournamentstyle pinball made easy. (Weight belt not required.) 


**oe m 
: Microsoft® 
- 1) —=— Windows 95 


@ \\\a5 Available for Windows 95. Coming for Macintosh. © 1995 Maxis, Inc. All rights reserved. Full Tilt! is a trademark 
) and Maxis is a registered trademark of Maxis, Inc. All other trademarks or registered trademarks are the property of 
their respective owners. For product or ordering information, contact your local retailer or cel 800-33-MAXIS. Visit 

the Maxis Web Page at http: Ld vee maxis.com. 
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Here they come, 
spinning out of the turn! 
The world of thorough- 
bred horse racing is an 
exciting one, and now 
MicroLeague is giving 
you the chance to 
develop the greatest 
horse racing legend 
since Man-O’-War. 
Hooves of Thunder 
puts you in charge of a 
thoroughbred as you lead 
it across the country to 
compete in over 125 different 
races. 

Your decisions about what 
races to run and who should ride 
the horse will make the difference 
between a successful racing sea- 
son and a significant loss of 
money. You can augment your 
winnings by betting on the out- 
comes of the races. Included are 
all of the betting options you 
would expect, from the lowly 
show bet up to perfectas, trifectas 
and daily doubles. 

One to 10 players can try their 


Blind Justice 


You wake up in a cell 
in the subterranean 
Chysalis, an area dedi- 
cated to horrible genetic 
experiments. Life down 
here is tough, and you'll 
need to learn quickly 
how to defend yourself, 
for the others down 
here have resorted to 
cannibalism. It’s the 
23rd century and a 
nuclear holocaust has 
devastated the outer world. You 
are alone here, but you have a 
secret. You are a shapeshifter, 
able to alter your form and attain 
new abilities and fighting tech- 
niques. To escape the Chrysalis 
and return to the topside world, 
you'll need to master these tech- 
niques. Once topside, you will 
find an even greater hell than the 
one you left. What has hap- 
pened? 

Your destiny, if you choose to 
fulfill it, is to lead the oppressed 
drones of the outer world in a 
revolt against the tyrannical gov- 
ernment. Standing against you 
are the powers that be, who, 
since you have escaped, will stop 
at nothing to get you back and 
return you to the Chrysalis. 
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Hooves of 
Thunder 
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eae, Prepare for the Derby and other exciting 


races in Hooves of Thunder. 


hand at breaking the bank. 
MicroLeague Hooves of Thunder 
is aS Close as you can get to 
playing the ponies without those 
offensive stable odors. 


REQUIREMENTS 


486/33 or Better, 2xCD-ROM drive, 
Windows, SVGA, Mouse, 4MB RAM 


AVAILABLE FOR: PC and Compatibles 
DESIGNED BY: MicroLeague 
DISTRIBUTED BY: SAI/MicroLeague 
RETAIL PRICE: $39.95 

RELEASE DATE: First Quarter, '96 


_ from the Chysalis and fulfill your 
destiny as a shapeshifter. 


Blind Justice is the latest game 
from R.A.W. Entertainment. This 
post-modern adventure game pits 
you against powerful forces that 
are trying to mold the world in 
their own twisted image. Only 
those strong enough can with- 
stand them in the pursuit of jus- 
tice. Blind Justice can be ordered 
by contacting R.A.W. at (714) 
286-2386. 


REQUIREMENTS 


386/33, 4MB RAM, VGA 


AVAILABLE FOR: PC and compatibles 
DESIGNED BY: Ilymani Designs 


DISTRIBUTED BY: R.A.W. 
Entertainment 


RETAIL PRICE: $39.95 
RELEASE DATE: Fourth Quarter, ’95 
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y “THe ORIGINAL TIE FIGHTER” WON INDUSTRY AWARDS 
- AND THE PRAISES OF GAMERS AND CRITICS, ALIKE. 
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6000 enoucu For 
E. now WAS it? 


WITH OVER 100 MISSIONS, DEFENDER OF THE EMPIRE™ CAMPAIGN PLUS. BRAND-NEW 
ENEMIES OF THE EMPIRE™ CAMPAIGN. HIGH-RESOLUTION, COMBAT GRAPHICS AND ~ 
EXCITING, NEW CUT-SCENES. FULL-VOICE MISSION BRIEFINGS. NEW SPACE VEHICLES. 

IT’S THE PERFECT GAME FOR EVEN THE MOST DEMANDING SPACE COMBAT VETERAN. 


ALREADY OWN TIE FIGHTER? GET A $15 REBATE. DETAILS AT THE LUCASARTS WEBSITE: 


http://www.lucasarts.com 


TIE Fighter game © 1994, 1995 Lucasfilm Ltd. and LucasArts Entertainment Company. All Rights Reserved. Used Under Authorization. X-Wing game © 1992 Lucasfilm Ltd. and LucasArts Entertainment Company. TE Fighter and are trademarks of Lucasfilm Ltd. 
Star Wars is a registered trademark of Lucasfilm Ltd. The LucasArts logo is a registered trademark of LucasArts Entertainment Company. LucasArts and iMUSE are trademarks of LucasArts Entertainment Company. iMUSE U.S. Patent No. 5,315,057, 


The fantasy role-playing genre 
hasn't really done much lately. 
Part of the reason for that may be 
that there hasn't been a truly 
innovative FRPG in quite some 
time. All of that is about to 
change with Dungeon Keeper 
from Bullfrog. 

The classic RPG involves a 
band of warriors and wizards 
trekking around in the 
bowels of a forgotten 
dungeon, slaying mon- 

Ssters and eluding traps 
in search of great trea- 
sure. But what about 
the dungeon itself? 
Surely it must have a 
life of its own. The mon- 
Sters don't wait around 
for hapless adventurers 
to wander in. That’s 
where Dungeon Keeper 
gets its idea: You are in 
charge of the dungeon, 
and the monsters that 
live there do your evil 
bidding. 

You can entice travel- 
ers to enter your dun- 
geon with the promise 
of great reward (a bit of 
scattered treasure can 
help). Once they come 
inside, though, you 
need to throw every- 
thing in your arsenal to 
make sure that they 
don’t wander back out 
with your hard-earned 
gelt. As time goes by 
and you acquire bigger 
and badder monsters, 
the fame of your dun- 
geon will spread, entic- 
ing more and more pow- 
erful heroes to its depths. 

Each time you slay a 

hero, your power will grow, but 
the death of one of your many 
minions will diminish you. 

You can control up to 40 differ- 
ent creatures, ranging in power 
from goblins to powerful fire- 
breathing dragons. At anytime, 
you can jump into the perspective 
of one of these creatures and 
walk around in your dungeon and 
even conduct combat. Woe to the 
dungeon keeper possessing the 


Dungeon 
Keeper 


body of a creature that dies, how- 
ever. If this happens, you'll die 
too! 

In addition to the innovations in 
ideas, Dungeon Keeper will 
include a number of technical 
innovations as well. The game 
will feature a texture-mapped 
dungeon where players can run 
the game in either first-person or 


Pian traps and line up your monsters to 
stop the invading heroes. 


second-person perspective. The 
dungeon itself is full-rotational 
and features true light sourcing. 
Additionally, the computer will 
learn your strategies and tailor 
the various difficulty levels to 


attack your particular styles differ- 


ently. Dungeon Keeper could be 
the most innovative thing to hit 


is brisc in os last a 


| REQUIREMENTS | 


486/66 or better, SVGA, 
2xCD-ROM, 8MB RAM 
FOR: PC and compatibles 
Y: Bullfrog 
’: Electronic Arts 
N/A 
ATE: Fourth Quarter, ’95 


Game Rtinnert “works with Wing Comm Commander 


i hundreds of other games to let you move faster, 


react quicker and, yes, occasionally cheat. 


| ; Call ig Mise 3222 or yr your dealer for details. 


©199 995, Quarterdeck Corporation, 150 Pico Boulevard, Santa Monica, CA 90405, http://www.qdeck.com/, All rights ain Quarterdeck is a 


“registered trademark and Game Runner! is a trademark of Quarterdeck Corporation. All other trademarks are properties of their respective owners. 


Quarterdeck 
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ARCADE * 
DES YOUR 


Nazrac invites you to enter his tournament arenas for an explosive, addictive challenge 
to defeat deadly alien drones and vicious arena bosses. 
Cinematics and voiceover from the coin-op version 
enhance this sharply detailed, futuristic combat 
simulator. You'll battle it out in one of six different MEKs, each equipped with it’s own 
individual maneuvering capabilities, battle defenses and powerful, 
"i merciless special weapons that absolutely destroy opponents. Fire 
. super-charged Shockbolts, metal-eating Acid Drones, white- 
hot Plasma Throwers or two kinds of high-speed, 
pilot-guided missiles. Up to two players can invade 
the arena via PC parallel connection or modem to modem, and up to four players can 
play using an IPX compatible Network connection. Defeat your challengers, destroy a 
powertul boss, then face your final, deadly challenge — annihilate Nazrac himself and 
tear down his wicked empire. It’s a loud, immersive, fight for survival 
and supremacy! NAZRAC AWAITS YOU! 


See your local retailer for more information! 


TIME WARNER 
INTERACTIVE 


T-MEK TM & © 1994 Atari Games Corporation. Licensed to Time Warner Interactive. All rights reserved. 
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There’s something about the idea 
of wandering around in the bowels 
of a dungeon that is both frighten- 
ing and exciting. If it weren't excit- 
ing, people wouldn’t play RPGs. If 
there weren't any danger, it would- 
n't be much of a challenge. 


eh Two of the horrible creatures you will be 
fighting in the game. Each has its own par- 
ticular type of weapon that it uses and its 


own fighting style. 


Worms 


The best elements of action 
games and strategy games meet in 
Worms, a new title from Team 17 
and Ocean. In this game, players 
take their platoon of four worms 
(each can be named by the player) 
into battle against a number of 
other platoons. In a turn-based sys- 
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= gets ready to take a 
shot against his enemies. 
REQUIREMENTS 
386/33 or Better, 8MB RAM, SVGA, 
CD-ROM drive 
| AVAILABLE FOR: PC and Compatibles 
| DESIGNED BY: Team 17 
" DISTRIBUTED BY: Ocean of America 


STREET PRICE: N/A 
| RELEASE DATE: 4th Quarter, 1995 
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Enter Into the Shadows, an 
action game with adventure ele- 
ments. This title, set in a dungeon, 
features incredible animation and 
graphics as well as finely tuned 
game play. The plot is fairly simple: 
As Eric Lionheart, you must rescue 
a Child from the clutches of an evil 


necromancer who, with the coming 


of the full moon, will be 
performing some 
hideous rituals with the 
child as sacrifice. 
Knowing that, you must 
enter the dungeon and 
ward off the necro- 
mancer’s underlings 
and eventually, the 
magician himself. 

A great deal of 
emphasis has gone 
into creating a graphic 
look unique for the 
product. Despite the 
high-end look to the 
graphics, the game 
appears to run well on 
a 486/66. Additionally, 
Scavenger uses a pro- 
prietary lighting engine 
that creates dynamic 
lighting affects on the 
denizens and the back- 
grounds of the dungeon 
environment. Character 


tem, each worm gets a chance to 
move into strategic positions (or 
out of danger) and fire at enemy 
worms. Of course, wind resistance, 
gravity and other natural phenome- 
na will affect the range and trajec- 
tory of your shots. What looks like 
a perfect hit may well end up strik- 
ing in the middle of your own 
worms! 

Each worm has a full arsenal of 
weapons to choose from. Some, 
like the uzi and the bazooka are 
unlimited in use while others, like 
the powerful airstrike and the dead- 
ly homing missile, are limited in 
number. Some, like the shotgun, 
are surgical in nature while others, 
such as the cluster bomb, create 
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) mutipic teams make for an 
exciting (and quick) match. 
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crawl Into the Shadows. 


animation is beautifully smooth and 
impressive to watch. In fact, you 
may find yourself getting killed ini- 
tially since you are simply watching 
the enemies approach! 

While the graphics are impres- 
sive, don’t be fooled. Into the 
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eae Exquisite graphic detail highlights the exciting game play in the dungeon 


Shadows has been designed with 

game play as the number-one pri- 
ority. No dungeon has ever looked 
this inviting, and Scavenger hopes 
that no dungeon has ever been as 
much fun. 


REQUIREMENTS © 
486/66 or Better, 8MB RAM, SVGA, Sek 
CD-ROM drive 


AVAILABLE FOR: PC and Compatibles 


DESIGNED BY: Scavenger 
DISTRIBUTED BY: Scavenger 


STREET PRICE: N/A 
| RELEASE DATE: March, 1996 
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Re Since each level is randomly generated along with the starting positions 


of the worms, the number of levels is infinite. 


significant mayhem. Your worms 
also have tools at their disposal. 
The blowtorch allows you to dig 
diagonally or horizontally through 
hills and obstacles while the 
bungee cord allows the worms to 
fall great distances. 

The eventual goal is to kill off all 
of the other worms on the screen 
without having all of your worms 
destroyed. Up to four players can 


compete at the same time, and one 
of the game play options is for 
League Play. After each match, 
you'll be told which of the worms 
was the most violent, the most 
picked-on, the most useless, had 
the best shot and was the overall 
worm of the match. 

Worms has something for every- 
one. Novice gamers and longtime 
fans will find it amusing and fun. 
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©1995 Codemaster Limited. Codemasters™ isa trademark sf Codemasters Limited and is used with permission. ©1995 Philips Media, Inc. Alll rights reserved. 
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For more idtenmation call 1-800-340-7888. Visit 0 our 
Web Site at http://www. aicaceceataal media/g games 


it'll make yer tail spin 
and leave you singing 


Registration is so sickly 
easy | almost didn't 
believe it. 

Give these cats a call." 


) A. —The Net Magazine 9/95 


EarthLink Network™ gives you TotalAccess™ 
to the Internet in over 130 US cities. 

No censoring. No bull. 

All the software is on the GAMEDISC! 


HG? Netscape Navigator™, PC Magazine 
ale "Editor's Choice" award winner. 


Eudora™ E-mail, the most popular 
Internet e-mail program in the world. 


gee TotalAccess Internet Dialer connects 
“= you at up to 28,800 bps. 


Te EarthLink Network Registration sets 
you up in under 5 minutes. 


$19.95 per month access charge gets you 
15 free hours a month and your own 100k 
home page. (There is a one time $25 set 
up fee. Extra time costs $1.95 an hour.) 
Free tech support is made up of REAL 
PEOPLE at 1-800-395-8410. No kidding. 


Cheap. Fast. Free software. Best tech support 
in the business. What are you waiting for? 
Get jacked in to the Internet now! 


Somebody snagged your GAMEDISC? 
Don't sweat it. Call us and we'll send you 
our software package. Yeah, for free! 


800:395-8425 


EarthLink Network, Inc. 213-644-9500 
3171 Los Feliz Blvd., Suite 203 Los Angeles, CA 90039 


Live human via e-mail: sales@earthlink.net Info via 
e-mail: info@earthlink.net _http://www.earthlink.net 


EarthLink also provides 
; Web Sites, ISDN, Frame 
be Relay and T1 service. Call 


EarthLink Network for more information. 
3 ©1995 Earthlink Network, Inc 
e Trademarks are property of their respective 
owners. Netscape Communications, i 
Netscape Navigator and the Netscape 
Communications logo are trademarks 
of Netscape Communications Corp. 


Imagine the worst day 
of your life. Imagine a 
day on which you were 
going to get everybody 
back for every time they 
had been mean to you. 
You were finally going to 
show them. And just 
when you were ready to 
do it, just when you 
were finally prepared to 
triumph, the unbeliev- 
able happens. A locket, 
supposedly having 
belonged to your moth- 
er, starts to glow a funky 
blue color, and suddenly 
you are stretched out on 
the floor drifting off to 
nowhere. The next thing 
you know, your con- 
sciousness has been 
placed into the body of a 
common cockroach. 

The task ahead of you 
is not an easy one. You 
are now, for all intents 
and purposes, a cock- 
roach and you can only 
do cockroach things. 
This means that you 
can’t carry around an 
inventory with you, for 
instance. On the other 
hand, you’re reputed to 
be darn near indestruc- 
tible. 

In any event, you 


need to figure out how 
to uncockroachify your- 
self. While you are at it, 
you may discover the 
meaning behind your 
birth, the purpose and 
true power of the locket 
and how Eddie, the 
drunken decrepit land- 
lord fits into all of this. 
Everything you see will 
be from a cockroach’s 
perspective, and you 
can only manipulate 
things in a way that a 


cockroach would be able 


to. 

There is a genuine 
feel to Bad Mojo. From 
the first time you walk 
across a floor or a pipe 
as the cockroach, you 
will be astonished at 
how much your charac- 
ter moves like a real 
cockroach. 

Bad Mojo blends a 
serious story with a 
black humor reminiscent 
of Kafka’s Metamorpho- 
sis. If you can restore 
your own humanity and 
save what is left of 
Eddie's dignity, you will 
discover your true self. 
However, it is possible 
to win Bad Mojo without 
learning a thing. 


Beavis and Butt-head 
in Virtual Stupidity 


The ultimate televi- 
sion bad boys are com- 
ing to the PC. Beavis 
and Butt-head find out 
what it means to be vir- 
tually stupid in this latest 
game from Viacom New 
Media. 

Both Beavis and Butt- 
head want to join the 
delinquent gang of the 
Highland High School 
bully, Todd. But, like any 
good bully, Todd isn’t 
going to just take any 
annoying jerk under his 


r° Beavis & Butt-head 


wing. Now, our heroes 
need to prove them- 
selves in the eyes of 
their idol so that they 
can finally (at least in 
their own minds) be 
“cool.” 

Beavis and Butt-head 
is a game that isn’t 
afraid of admitting that 
it's sophomoric. Hey, it’s 
based on the television 
show—it’s supposed to 
make you ashamed that 
you’re laughing at it, but 
laugh you will. 

Shine up 
those Ozzy 
CDs and get 
your 
Metallica T- 
shirt out of 
the wash. 
Beavis and 
Butt-head 
are coming. 


REQUIREMENTS 


486/66 or Better, 8MB RAM, 
CD-ROM drive, SVGA 


AVAILABLE FOR: PC and Compatibles 
| DESIGNED BY: Pulse Entertainment 
DISTRIBUTED BY: Pulse Entertainment 
STREET PRICE: N/A 
| RELEASE DATE: 4th Quarter, 1995 
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SO0EF nen, heh, heh, heh...cooll! 


REQUIREMENTS | 


486/33 or better, Mouse, 8MB RAM, 
SVGA, Windows 95 


| AVAILABLE FOR: PC and Compatibles 
DESIGNED BY: Viacom New Media 
DISTRIBUTED BY: Viacom New Media 
STREET PRICE: N/A 
RELEASE DATE: 4th Quarter, 1995 


*Codies Award (1995 SPA) 
*NewMedia Magazine 
*CD ROM Today 
*Interactive Gaming 
*Strategy Plus 


=ACCESS 


a SOFTWARE INCORPORATED 
Bldg. 1 Ste. 200 SLC, UT. 84116 


OVER THE CALIFORNIA COAST PLUS 
MANY OTHER GREAT PRIZES 


ENTER THE LOGITECH™ WINGMAN™ JOYSTICK 
COMMAND IT OR DIE! 


GIVE US YOUR WINGMAN STORY! 


TO ENTER: Start with “With my WingMan in hand | 
can....” finish with your WingMan story in fifty words or 
less. Send it in with the entry form. It’s that easy! You might win: 


*A REAL-LIFE AIR COMBAT MISSION over the California coast with an 
experienced military fighter pilot - and you fly the mission! You’ll hear 
your guns fire and see your bandits flame out as electronic ordnance registers the 
hit! It’s the Ultimate! Your package includes briefing, flight, debriefing, in-flight video 
and graduation certificate - Plus five nights and six days, airfare included to San 
Francisco. For you and a guest! Get ready to don your flight suit for a once in a life- 
time experience. 


¢ Other great prizes include MULTIMEDIA COMPUTER KITS & CD-ROM DRIVES FROM 
DIAMOND MULTIMEDIA, A TON OF GAME SOFTWARE FROM DISCOVERY AND 
LOOKING GLASS TECHNOLOGIES, LOGITECH PERIPHERALS AND MORE! 


Contest details: Get contest rules and applications wherever WingMan or WingMan Extreme 
joysticks are sold! No purchase necessary to win. All entrants must be 18 years of age or older. 
Contest valid in the U.S. only. Void where prohibited by law. 
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— cdilban 
THE WESTIN ST FRANCIS C/U NEE me a 
ee SAX FRANCO ore Je | 
For Fax-back information call:1-800-245-0007, document 4000 for WingMan or Document L oducts 
4001 for WingMan Extreme For more information call 1-800-936-0012 / 
©1995 Logitech Inc. All rights reserved. Logitech, the Logitech logo, WingMan, WingMan Extreme, and Products People Love are trade- | 20 Z 


marks of Logitech Inc. All other trademarks are the property of their respective owners. 


Love! ™ 


It’s like having your own private racecourse. Where speed limits don’t exist. 


Where you can take your car up to 200mph, slide it sideways around corners 


and shift at the redline in every gear. With Screamer you can push your driving 


By? os : 


skills and PC to the limit. With incredibly realistic real-time 3-D graphics, 
multiple cars, tracks, and points of view to choose from, you'll never tire of 


the action. Race against the clock or compete head to head with up to six 


we Se NP 


- 


players on a network. You can almost smell the rubber burning. 


SCREAMER 
Available on PC CD-ROM. 


Check out Screamer contest info on http://www.vie.com 


INTERACTIVE 
entertainment 


KIDS TO ADULTS 


AGES 6+ 


Screamer ©1995 Graffiti di Antonio Farina. 1995 Virgin Interactive Entertainment, Inc. All rights reserved. Portions copyright ©1995 Image Space Incorporated. All rights reserved. Virgin is a registered trademark of Virgin Enterprises, Ltd. 


- fter the u war with the Kilrathi, peace 

came. The | deracy expanded its 
_berde*s and explored more of space. 
ou gave up your life of warfare and 


strife es settled down to life as a peaceful 


farmer. Until the Border Worlds threatened the 
lives of millions... 


Wing Commander IV: The Price of Freedom is set 
to hit store shelves from Origin Systems in early 
December. The game returns virtually. the entire 
cast from Wing Commander III and most of the 
game mechanics have remained, but little else is 
the same. This latest iteration of the-Wing 
Commander story and universe-ig the most ambi- 
tious yet, both because of and'injspite of the 

snce*ot the war with the Kilrathi,.While Wing | 
Mmander III was a techno og al breakthrough, 
Ig filming and video technology that was s 
i , j 
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| _ nasc¢ Vat the time of the game’s creation, Wing 


nander IV is a decidedly artistic endeavor. The 
technology has been given a new coat of paint, but 
the story and depth of play have been taken back to 
the drawing board. * 

_ Much of the reason for using the same technolo- 
gy for Wing Commander I\gas in WCIII is the rapid 
turn-around time of this fourth game. Once WCIlI 
was released, the crew took about a month off and 
then started right in on:the latest game. While WCIII 
took more than two years to“write, film and create, 
WCIV has taken less than 11 months“ “Given our 
short time line we were very careful not to\be too 
ambitious with the technology,” foie director 
Anthony Morone. “So we're trying to keep as much ~ 
of it in place as we can. We had af ° deb aged 


We 


ye 


amount of time. “The best way 
for us to do that,” says Morone, 
“is to put in more artistic 
features.” 


BUILDING A BETTER PLOT 
The most significant differ- 
ence Is that this time, your 
opponents are other humans in 
human-made ships. While the 
Wing Commander series has 
traded on clashes with the 
Kilrathi since the series began, 
the decision to eliminate them 
from this game was an easy 
one according to Wing 
Commander creator Chris 
Roberts. “Il made a conscious 
decision with Ill to let you win 
the war. | would've felt rather 
silly saying, ‘Oh, well, just kid- 
ding. We'll bring ‘em back in the 
fourth one.’ It wasn't a difficult 
decision for me. We blew their 
home planet up and everything. 
There wasn’t much going back 
on that.” This decision to end 
the Kilrathi war in the third 
Wing Commander game has 
dramatically altered the feel of 
the fourth game. Where the 
Wing Commander games were 
a sort of space western with the 
humans wearing the white hats 
and the Kilrathi wearing the 
black hats, Wing Commander 
IV, to continue the metaphor, 


has everyone wearing gray. 
There is a much finer distinction 
between good and evil, right 
and wrong in Wing Commander 
IV. 

The story is a simple one. 
After the Kilrathi war, you, as 
Captain Blair, have retired from 
military service and taken up 
life as a farmer. But war breaks 
out again, this time against the 
Border Worlds, who have cho- 
sen to attack the Confederacy. 
With this event, you are drafted 
back into active service and 
must now use your skills 
against fellow humans who, 
unlike the Kilrathi, may be in 
the right of the matter. The 
decisions you make both in the 
cockpit of your ship and in the 
full-motion video sequences 
now have a dramatic impact on 
the ultimate outcome of this 
war. 


THE FINAL SCORE 

Much like the soundtrack of a 
movie, the musical score in a 
game is generally one of three 
things. One possibility is that it 
stays effectively transparent, 
enhancing the game without 
becoming too overbearing. A 
second possibility is that the 
music becomes annoying to the 
player. The third, and obviously 


preferred possibility is that the 
music bring so much to the 
game that it wouldn't be the 
same experience without it. 
George Oldziey composed 
the musical score for Wing 
Commander IIl and has created 
the music for Wing Commander 
IV as well. Oldziey comments 
that it took him some time to 
learn the various aspects of the 
game and learn what music 
would be appropriate for each 
type of event. However, accord- 
ing to Oldziey, once he got into 
the flow of creating the music 
for the game, it all “just sort of 
happened.” 
The music for Wing 
Commander IV, because of the 
style of game, is necessarily 
cinematic in nature. The action 
sequences take care of them- 
selves, Oldziey says, adding 
that his goal when creating 
music for the flight sequences 
is to “stay out of the way of the 
action and enhance it.” But the 
music for Wing Commander IV 
had to be different from that of 
Ill. Oldziey says that he wanted 
the music to be reminiscent of 
the third game, but since Wing 
IV has so much more psycho- 
logical drama, there needed to 
be some significant changes in 
the musical style as well. 


COULD ZILLIONS OF DROOLING PYTHON ZEALOTS BE WRONG? 


: ABSOLUTELY. 
SO, LISTEN To THE EXPERTS INSTEAD. . 


Monty Python’s Complete Waste of Time. 
Check out this ground breaking 


CD-ROM featuring a stupendous 
strategy game, classic clips, 


archetypal arcade games, silly 
songs, strange screen savers, 


sick system sounds and 
iconoclastic icons. 


Download a little Monty Python madness 
on AOL (keyword: SEVENTH) or 
CompuServe (GO: SEVENTH) or 

on the web WWW.7thLevel.com. 


For more information or to order, 
call 1-800-9PYTHON ext. 114, 


¥ 


7th LEVEL 
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1994, 7th Level Inc. ©1969-1974 Python (Monty) Pictures LTD. 


Additionally, the task on Wing IV 
was made more difficult 


because Oldziey wasn't able to 
compose the music sequentially. 


“Last time | got the movie *° 


footage pretty much sequentially 
so it was a lot easier to keep a 
unified theme going. This time 
around, just through the logistics 
of it, I'd get the ending, then the 
middle, then the begining and 
then more of the ending. On my 
part, it was a little tougher.” 
Oldziey was willing to give up 
the nicety of getting sequential 
fdbtage, however, because 
sound quality in Wing 
Commander IV will be signifi- 
cantly better than tha of Wing 
Commander Ill. All of the music, 
including the space flight music, 
is digital in Wing IV. 

Oldziey’s influences tend to 
be more modern, and these 
influences are reflected in the 
score for Wing Commander IV. 
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_\ He says that'his time spent 
\ asa trumpet player in New 
York City has been one of 
the reasons for this sort of 


pia on his compos- 
ing. “Before 1800, there 
wasn't a lot of symphonic 


_ / work for trumpets.” Among 


his key influences are movie 


~ score composer John Williams, 


Strauss and Wagner, who he 
notes with a laugh, is not inap- 
propriate for a game fea- 
turing a lot of combat. 

While the Wing 
Commander series 
has long been noted 
for quality music, ulti- 
mately, the music must 


blend well with the action and 
the graphics on the screen. 


KISS, KISS, BOOM, BOOM 

Those who have played 
through the Wing Commander 
series can tell you the differ- 
ences between the various 
ships you might fly. But technol- 
ogy in virtual worlds like the 
Wing Commander universe, 
much like the real world, 
changes. One of the tasks that 
fell to Chris Douglas was to ¥¢ 
create new ship types both 
for the player and for the 
enemy Border World 
pilots. 

Designing the ships 
isn't as easy as it might 
sound. In each case, the 
ship needs to reflect the job it 


was created for, the various 
uses and equipment it might 


"have and, most importantly, the 


culture of the people who creat- 
ed it. Just as the Kilrathi ships 
were different from the 
Confederacy ships in Wing 
Commander Ill, the Border 


"World ships needed to reflect 


the culture of the Border Worlds 
as well as make sense 
structurally. 
“The way that | try to 
look at it is that we 
have these groups 
that will be flying the 
ships. | try to do a lit- 
tle fiction generation to 
give them more of a 


detailed history and a philoso- 
phy behind the way they build 
their stuff,” says Douglas. “You 
tend to think of a look you want 


_ to get to. One of the main things 
" jis that you want it to look differ- 


eht from the Confederate stuff.” 
_ Since thie Border Worlds in 
Wing Commander IV are a 
poorer, less well equipped 


group, the emphasis on-creating 
their ship designs was_to make 
them smaller and “more Third- 


_Worldy,” says Douglas. ' 


Additionally, the Border World 
ships are more modular in 
design because the way the 
Border Worlds work suggests. 
that the various parts of the ship 
would be constructed in different 
locations and then shipped to a - 
different place to be assembled. 
Finally, Douglas’ artistic side 
played a part in the ship design 
as well. “| wanted to do some 
more interesting shapes [and] 
get away from the [idea] of mod- 


ern jet fighters pushed into 
space, something that looked 
more spacecraft-like, less gov- 
erned by the design rules of 
modern aircraft.” 

To flesh out the various ships, 
Douglas relied on the talents of 
the various artists working on 
the project. Rather than micro- 
manage every last detail of each 
ship design, he gave the artists 
the freedom to come up with 
their own ideas based on his 
rough sketches. “They really 
nailed my design,” Douglas 
comments, “They got exactly 
what | was looking for and 
fleshed it out better than | had 
hoped.” The philosophy behind 
this is a simple one: By not 


detailing every aspect of each 


that lets 
you call 
the snots. 
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66 The top of the heap, however, is 
the Suncom SFX,,...99 
COMPUTER GAMING WORLD, September ‘95 


It's tough enough fighting hatchet hooligans from 
Heretic, or disgusting denizens from Doom. But 
when you’re also at the mercy of how well your pad 
performs, you’re just a step away from.getting 
trashed. 

That’s why Suncom created the SFX JoyPad 
with Keyboard Emulation Technology. For the first 
time ever, you’re in total control. Because now, you 
control how your joypad works...instead of the 
other way around. 

Imagine being able to customize your own per- 
sonal “template”, with up to 48 commands exactly 
where you want them! Simply flip the switches into 


FOR IBM & COMPATIBLE PCs/ WINDOWS ‘95 READY/SUGGESTED RETAIL $29.95 


Available at computer, electronics, and software 
stores. Or, to order by phone call 1-800-228-7449. 


BUTTONS 2 - 7 


Overall “97” Rating.- 
66...the best-hardware I’vé seen all year’? 
COMPUTER GAME REVIEW; ‘duly *95 


66 The two buttons along thé top.edge 
are great-for straffing in Doom,...99 
PC GAMER, June ‘95 


programming mode, press the SFX button you want 
to program, tap the key you wish to assign, and 
you're done. 

Whatever button configuration you choose is 
recognized by your PC just as if it were being 
directed by it’s keyboard. And because SFX copies 
keyboard keystrokes, it can be used with any PC 
game—even games without joystick compatibility! 

What's more, SFX needs no special software 
and uses none of your PC’s memory. 

SFX by Suncom. It’s great for killing time. Even 


greater for killing the enemy. 
Suncom 
TECHNOLOGIES 


6400 W. Gross Point Road, Niles, IL 60714 708/647-4040 
Internet-http://www.xnet.com/~reno/suncom.html 


© 1995 Suncom Technologies. All rights reserved. SFX is a trademark of Suncom Technologies. Doom and Heretic are trademarks of Id Software. Gharacter illustrations courtesy of Id Software. 
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score a NEW Sony PSX'™ game 
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CYBERIA’'S JOAN WOOD 
The producer of Cyberia * speaks 
out about this hot new game slated 
for a January release! 
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| : | 3 = 
craft, “you get sofnething that is _ IV was not the actors, but the CRAFTING A BETTER GAME: 
more enthusiasti¢ [from the sets. Unlike Wing Commander AN INTBRVIEW WITH WING 


a much bet- lll, which had the actors working 


eeseeecesee 


lool on green screens and composit- 
ause the tethnical chal- ed into virtual sets, Wing : 
( ie Bo e game Commander IV has been shot in 
By been t taken large part on live sets. While this 


ales lll, the cre- 


Wing nade | 

ators of Wing Cotnmander IV game's production edblel| IAHidta ni 

were given more tein to have fun could concentrate on ofher be 

with the design tHis time around. aspects of the game rather than 

“People are havirlg more fun with — creating the sets and the count.- sii 

this one,” comments Anthony less hours of compositing alot _ ‘Sd : 
sini laa the video was greatly reduced: ears 18 390, “Cris boundaries. | think there's som 


Roberts had a “dream stuff in Wing IV that will hopes =» | 
of creating a “great fully make the player(s] think : 
on television. The real sets seem space combat game. about what they're doing. 

to give the video a warmer feel, That idea became Wing . _ Before there wasn't much. ..it 
partially becatise the actors are — ommander. Now, with three *, = was like, ‘Okay, | kngw what I'm 
no longer dgaling with things that highly successful Wing ‘ 4 , doing, this is the right thing.’ It 
aren't therg ap, more important- yppande games, plus cs ' should be more involving that 
ly, because things look more wateer, anc Wing , way. 

real. While it was an expensive ander Academy under ' | 

decision{ ing Commander guru’, his ative belt, Chris Roberts Car Wing |, land Ill make a 
Chris Roberts wouldn't have it jook some time recently with hige trilogy. Is Wing IV the start 
any oth rfway. “You can put the Steve Honeywell to talk about Of @ new trilogy? 

camerd wherever you want. You where the Wing Commander | | 

don't have to have it preplanned. series will be going next. dR} “It hasn't started out to be 
The actors have a set to interact Z | that way. Wing IV in itself is a 
yith—it’s much easier for them to CGR: Was it hard to decide to pretty contained story line. 


The end result is aprodtict that 
looks as good as anything seen 


get in the [proper] frame of mind. get rid of the Kilrathi? This is a There is no conscious effort to 
You can use the camera in cine- war that a lot of us have been i a trilogy. | think you only 
fratic a to enhance the story- fighting for a lot of years. nd up thinking [something is] a 
telling. You can't do this with virtu- , ee by the time you get to 
al sets. 1 | : CHRIS ROBERTS: “I made a _ the second or third of the 
conscious decision with III to let igdmes and you realize that 
THE EN RESULT . “you win the war. | would've felt, tybu' re going to do another one. 
While it ymay be too early to tell rather silly saying, ‘Oh, well, ' Who knows? You could be ask- 
at the timelof ithis writing whether just kidding. We'll bring ‘em h ‘ing me in two or three years 
Ls : or not the ving Commander IV back in the fourth one.’ It wasn a rf and | could say, “Yeah, we're 
Morone. “They can go in and put crew has topiyed, one of the best a difficult decision for me. We | Y ; finishing up the second of two 
in some new weapons, some games of the ‘90s, the early indi- blew their home planet up and trilogies.” Currently, we're not 
new visual effects...fun things cations are positive. Wing everything. There wasn't much particularly planning on that.” 
that we never had time for on Commander III broke Mew ground going back on that.” 
Wing Commandet Ill.” in the technical arena, att its 7 a 
: stronger, bigger sibling: Wirtg,_ CGR: With the Kile aia 
STAGE FLIGHT Commander IV looks to do-the™ “»..} Kilrah gone, was thie” ‘a harder 
Like most movie sequels, Wing same thing in the artistic realnt=- my “game to Y script?-You didn't have 
Commander IV réturns most of Whatever the case, Chris Roberts | “the wart6 Tall back on. 
the cast to reprisé their roles and the Wing IV staff have , 
from Wing Comntander Il. Mark undoubtedly learned that the price CR:.-“I think the story’s a little 
Hamill again stars, as Blair, with of staying on top of the latest in less black-and-white than the 
Malcom McDowell, John Rhys- game design and technology is. past Wing Commanders. In 
Davies, Jason Bérard and Tom essentially the same as the price some ways that's kind of inter- 
Wilson filling out the cast. of freedom that makes up the f “esting arid fun. A lot of stuff is a 
The biggest change, in terms of _ game's sub-title: eternal vigilance. little more grey. Creatively, it's a 
the acting j in Wing Ghrpmpider - Steve Honeywell | little more fun to push the 
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NN ‘nN Toy Makers” is the story of 
two friends, Nikolai™ and his toy cat | 
Neow-Neow™, who set up their own 
toy making company. Their greatest 
advantage in the competitive toy 
market is their location—the North 
Pole! Enjoy the antics of these 
entrepreneurs as they try to meet 
Santa's Christmas demand. This 
captivating story will offer both 
children and adults endless hours of 


education and enjoyment. 


For Windows® and Macintosh® 
Ages 4 to 10 


An interactive storybook on CD-ROM 


More multimedia fun from Corel: 
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Nikolai's Wild Cards™ Wild Board 
Trains The fun way to learn 
An interactive storybook POSaT Sate Bees: 


on CD-ROM 


All-Movie Bernard of Hollywood’s™ : 


~ ~ ° ™ 
Games Guide 
The fun way to learn The ultimate guide 
popular board games! to the movies 


Marilyn 
A multimedia journey through 
the life of Marilyn Monroe 


COREL 

Enter the Corel $3,000,000 World Design Contest A Division of IPC Technologies, Inc. http://www.corel.com 

and win! (September '95 to April '96) Call now for faxed literature! 

0 receive a faxed copy of the rules and an entry form please call: 1 -§ 00 a 9 5? oa 9 8 1 6 1-613-728-0826 ext. 3080 
1-613-728-0826 ext. 3080, Document # 1125. Document # 1072 

To leave a message please call: 1-613-728-0826 ex. 81609. 10,000,000 CD-ROMs shipped! 


*Suggested list price plus applicable taxes in US$. Dealer may sell for less. 


CGR: But are you thinking about 
a Wing Commander V? 


_ CR: “To a certain extent. The 
next iteration of Wing 
Commander we are talking 
about [is] filming a movie at the 
same time as the footage for the 
~ game. Part of that involves the 

- story line. One of the things 
we're going to do with the movie 
of Wing Commander is go back 
to the beginning of the war right 
when you come out of the acad- 
emy. It’s almost like Wing 
Commander | again with a lot 
more production value and a lot 
more interest. The technology is 
a lot different that it was five 
years ago and a couple years 
down the road it will be even 
more so. It'll be kind of fun to go 
- back and tell it the way | could 
have told it if I'd had all the 
money and cool technology that 
we have now. 

Of course, for a movie it’s 
unfair for the audience—most 
people who will see the movie 
won't have played the game—it 
would be unfair to Start them 


five episodes in.” 


_ CGR: Why the decision to go to 
the live sets this time? 


CR: “Several things. First off, 

_ there’s a certain amount of 
depth of field and realism that 
you get with real sets. Also, 
moving the camera is just some- 
thing you can’t do with virtual 
sets very easily at all. When 
you've got a real set the actors 
can be in it, you can have lots of 
extras filling out the background. 
You can put the camera wherev- 
er you want. You don't have to 
have it preplanned. The actors 
have a set to interact with—it’s 
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much easier for them to get in 


the [proper] frame of mind. You 
can use the camera in cinematic 
ways to enhance the story- 
telling. You can't do this with vir- 
tual sets. 


CGR: | would assume this also 


once you've shot it, you' ve rack 
it. You don’t have to go back in 
and match up CG [computer 
graphics]. That's always a night- 
mare. We have quite a few 
shots like that in Wing IV, and 
those are always the shots that 
are a’pain in the butt. The other 
thing is that if you’ ve looked at 
the: trailer, when people are in 
the Senate or in the canteen, 
there are a lot of people in 
there. There’s depth. When you 
try and get that feeling with a 


CG virtual set, ‘really it’s just two 


guys against a greenscreen. 
Even though the virtual CG set. 
gives the illusion of this huge | 
room, it’s very empty. If you look 
at virtual sets in computer 


games, even when they lat 


big sets, it's one or two. pe 


in it. It feels empty, it doesn’t f. 
cept 
“The production.value is _ 
‘The key is using thé best a, 


feel lived in. That’ S something 
you’ can get on a real set. 


tools for'what you' re trying to 
do. CG sets are useful in on 
like whee yeu have a set 7 ’ 


cases, just for the general stuff,” 


I'd rather use a real set because 
it gives you more flexibility.” 


CGR: Is this, after three and ~ 


most of four games in this 


genre, still fun? 


CR: “For me, definitely. Mainly 
because I’m not going to be 
doing something unless it’s new 
and different. | know when I’m 
working on one of these things, 
I'm looking to do things that | 
haven't done before and push 
the SrVeNpe, or else | sicgavinh 
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bore me. I’m not doing this real- 
ly as’a job, I’m doing this 
because | love to do it and 
make the games that | want to 
play. | 

“This time around we had a lot 
of cool technology that we put 
together. It was the first time 
we'd integrated live action, in Ill. 
With IV, we had a bigger bud- 
get, knew the technology, knew 
what bits worked from III and 
what bits didn’t work from III. 
This is really about crafting a 
better game and telling a better 
story. We really went to town to 


- make sure the missions were 


more fun, there was a lot more 
strategy and thought to the mis- 


_sions, On top of that, the story- 
telling was a lot.more integrated, 


for the game play,.There’s a lot 
of stuff that's hag pening in the | 
story that has a direct effect on 
missions. ae “Nee lot more 


MES 


. “equivalent to a feature fi film. The in 
i Wing Il, Iwas very proud of [it]. * 
when we did it,and.I thought it ay 

st he best’ nteraetive stuff I'd 


seen, ‘but | couldnitehold. it up 


next to a TV show ora feature. “2 
‘The stuff we’ve done for IV. | 


have no problem saying this 
looks as good as you're going to 
get visually.” 


CGR: I've been told by some of 
the other people on the project 


breakthrough whereas'IV is 
more an artistic breakthrough. 


CR: ‘That's totally it. We hada 
couple of technological 
[improvements]. We made the 
engine a little faster, we do digi- 
tal music all the way through. 
The mission system is more 
complex, more stuff can happen 
and you have a lot more com- 
mand and control over what 
your wingmen are doing. On the 
cinematic sideawe play back 
movies in 16-bit color Super- 
VGA in 16-bit stereo and Dolby 
surround. The visual quality is 
much higher and the textures 
area lot better on the ships. So 
there are technological improve- 
ments, but it’s not night and day. 
It's sort of tweaking and upgrad- 
ing it. What everyone set out to 
do with this was sort of flex their 
creative chops a little more and 
hopefully do something that will 


_..involve and engross people 
Le ‘more so than III did and more 
so than | and II did. I'm quite 


with what we've got 
fF right now. | think it's 
© be pretty damn impres- 


CGR: Will this series continue? 
Will there be a Wing 
Commander V? 


CR: “t depends on.whether or 
not we're going to call the game 
we do with the movie Wing 
Commander V or not. We'll find 
out. There will be: ‘definitely : 
another Wing Commander and 
we're working on the next © 
installment of the Privateer 
series. It's not something that 
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STORMFRONT 
STUDIOS” 


Announcing Old Time Baseball ™ You'll pit legendary sluggers 
- against hurlers of another era in an exciting action game. 


Gehrig against Gibson. Hank Aaron vs. Christy Matthewson. 


And get smart results, because you're using our exclusive 

Time Machine™ technology to mathematically level the statistical playing 
field between eras. 110 seasons, over 12,000 players. The stats, the stars, and 16 classic stadiums too. 
The Polo Grounds, the House That Ruth Built - the fields you've dreamed of. And if that doesn't get 


your palms sweaty, think about importing today’s stadiums, teams and leagues from the best selling 


H ~—_|__ Tony La Russa Baseball 3" Old Time Baseball ™ It really does take 
—~ you out to the ball game. (Peanuts and hot dogs sold separately.) 
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16 classic Get smart results 


stadiums when you match 


from baseball’s 


Golden Age. 


up players from 


different eras. 


For more information on Stormfront Studios, Inc., please write to P.O. Box 11686 San Rafael, CA 94912, or call (415) 479-2800 


Stormfront Studios is a registered trademark of Stormfront Studios, Inc. Copyright 1995 Old Time Baseball is a trademark of Stormfront Studios, Inc. Tony La Russa Baseball 3™ is a trademark of Stormfront Studios®, Inc. 


A CINEMATIC STRATEGY ADVENTURE 
“This all-video 
strategy adventure 
is the most 
advanced 
cinematic game 
ever released.” 


—Computer Game Review 


A ROGUE SUBMARINE, 
A TRAITOROUS PLOT, 
AND THEY SAID THE 
COLD WAR WAS OVER... 


The fate of nations lies frozen in ice. 
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= Wina week-long trip for two 
to the Antarctic or other locale 


within Prisoner of Ice. 


Details Inside Package 


Amid an atmosphere of suspense and intrigue, you'll launch your voyage in the icy 
cold wastelands of the Antarctic aboard a Royal Navy submarine, where World War II 


looms ahead and your every move could change the course of history. 


To place an order or for more information call: 800-443-3386. 


This epic adventure is now available on PC CD-ROM. 
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The 3D Blaster promises unparalleled perfor- 
mance for aging (yet still going strong) VESA 
local bus 486s. The street price is expected 
to be around $300. 
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Real-Time True Texture PRUE - 
Makes 3D Games Come Alive 

@ Lightning Fast 640x480, 16-ba Color 30 Acceleration 
@ Turbo Charged Windows Acceleration 

@ Supported by All Major Game Deveiopers 

- 2MB of Frame Butter, Z-Buffer and Texture Memory 


“THE ULTIMATE 3D GRAPHICS EXPERIENCE" CREATIVE 


CREATIVE LARS 


f you’ve even so much as looked at a 

PC magazine at any point in the last 12 

years, you've undoubtedly run across 

the company called Creative Labs. 

They've built their soundcard engineer- 
ing into the de facto standard for the 
industry. They have dabbled outside the 
soundcard market a bit, and have had a few 
hits (the Sharevision 3000, an audio/video 
modem product, is a good example) and a 
few misses (such as the ill-fated 3D0 
Blaster). While their soundcard business will 
continue to be their cash cow, they’ve 
recently opted to invest their fortunes in 3D 
graphics acceleration. 

The 3D Blaster is the name of the game 
for Creative Labs’ latest effort. It is a video 
board based on a version of 3Dlabs’ GLINT 
chip, but co-developed by the two compa- 
nies. Rather than purchasing an existing 
technology from a company such as S3 and 
incorporating it haphazardly into a new 
product line, Creative Labs opted to try their 
hand at a new implementation of 3Diabs’ 
GLINT chip technology. This new chip 
promises real-time, true-perspective, 
texture-mapped graphics at a reasonable 
price. 

The 3D Blaster will initially be offered in 
a VESA local bus (VLB) package aimed at 
those whose 486-class machines are begin- 
ning to show their age. Because 486 CPUs 
have an increasingly difficult time attempting 
to process 3D images (those 486 owners 
who are dedicated flight sim enthusiasts 
know exactly what I’m talking about), it 
makes sense to build a board that can 
breathe new life into aging silicon. It also 
makes sense to target the 486 market, 
since that has the largest installed base of 
any processor, with approximately 20 million 
in use. Unfortunately, due to hardware limi- 
tations, the minimum requirement for your 
CPU is a 486DX/33. The recommended 
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OSX X chip, a 32-bit JpenGL chip. OpenGL is an Silicon ) 
Graphics sta cael ah s SGI mac shin es to do what t! \ 
well: renderings and anir sions . OpenGL is being adopted by 
Microsoft for use in Windows 95 and future 
products. The GIGI chip is a stripped- 
down version of the 3008X, which 
no game pone hope to take 
complete advanta 98 of. Color 
has been scaled back to 16- 
bit color (65,: 536 36 colors) for 
3D and 24-bit color (abo ut 
16 million enor or true- 
ae in 2D mode. The 
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: Check out the sidebar for 
i quick aa down geometry lane. 
ce at 3Diabs, several million 
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é Racing f Papyrus, Electronic 
g Glass Technologies’ Flight Unlimited. 
The fifth title is one that hasn’t been 
he time you read this. It’s called Rebel 
se 1ed up broad developer support for the 
3s participating continues to grow. The 
9S are onboard, as are GameTek, 
Microsoft, Mindscape, Ocean and 
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4 WHGAL Ek 


nae does the board offer in the way 
of hardware? Creative Labs is hyping 
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Challenging Gameplay 

Maneuver the multi-colored “Light 
Body” cube over the “Unified Field” grid, 
absorbing the “Life Force.” Forty mes- 
merizing games, hundreds of levels and 
your choice of three strategies: play for 
points, beat the clock or go for longevity. 


KIDS TO ADULTS 


Original World Music Soundtrack 
Play to the uplifting beat of Endorfun's 
original world music, composed and per- 
formed by the incredible O Band. Within 
the soundtrack are more than a hundred 
positive messages designed to make you 
feel better about yourself and your world. 


Coming this fall on CD-ROM for Windows, Macintosh, Sony Playstation, Sega Saturn. 


© 1995 Time Warner Interactive. Endorfun is a trademark of onesong partners, Inc. 
Corporate and product names are the trademarks or registered trademarks of the respective owners. 


Stunning Visuals 

Graphically stunning and visually 
dynamic, Endorfun presents an ever- 
changing landscape of pulsating, 
kaleidoscopic animations. Endorfun is 
an entertainment experience that's 
positively fun. 


TIME WARNER 


INTERACTIVE 


GEA OnesOng 


BBS: 1-818-295-6730 * CompuServe: 76774,733 © e-mail: TWlinfo@ aol.com * America Online®: Keyword: TWI * World Wide Web: http://www.pathfinder.com/twi 


what they're calling True Texture Graphics 
Technology, with rendering rates of 200,000 
polygons per second with polygons up to 25 
pixels in size. Here are some other special 
effects to look for: 

Perspective-corrected texturing: This cal- 
culates and corrects for texturing as an 
object recedes into infinity. Imagine looking 
at a checkerboard edge-on that recedes to a 
horizon line. The texture mapping that must 
take place here is complex. When done 
improperly, the textures will look chunky and 
jagged. This can be annoying, especially in 
flight sims, where realistic horizon 
lines have been left out for the rea- 
son that “realism” has always trans- 
lated to “incredibly slow graphics.” 

Texture memory: Just what you 
think it is. This is memory set aside 
for processing texture maps in 
scaled sizes. As a polygon gets 
“closer” to you, it will grow. Texture 
memory helps reduce the load on 
the CPU by holding these scaled tex- 
tures in memory and applying them 
on an “as needed” basis. 

Texture anti-aliasing: Helps to 
smooth the textures of an object as 
you get closer to it. As an example, 
think about Doom. As you get close 
to a wall, the color pixels of the wall 
become huge. What you wind up 
with is, basically, an unsightly mess 
that looks nothing like a wall. Texture 
anti-aliasing works in close conjunc- 
tion with texture memory. 

Fog effects: If you look at, say, a 
mountain range that's off in the dis- 
tance, the water vapor in the air 
gives it a sort of diffused look. 
Similarly, if you’ve looked at pictures 
taken on the moon, you'll notice no 
fog effects. The 3D Blaster offers 
“per-pixel’ fog, meaning that two pix- 
els, even though they may be side 
by side, have different light intensity 
values. A lot of older games (and 
some newer ones) offer only per- 
polygon fog. As an example, take a 
look at the clouds in Microsoft's FS4. 
This is per-polygon fog at its worst. 

Alpha Blending: Translucency blending. 
imagine you're standing outside of a house, 
looking into it through a smoked-glass win- 
dow. The objects behind the smoked glass 
should appear to have some of that smoke 
color imparted to them. Alpha blending takes 
care of figuring out how distant objects 
should appear when seen through translu- 
cent objects. Possibilities for alpha blending 
include explosions that you can see through, 
rather than a texture mapped onto a series 
of expanding polygons; clouds with translu- 
cency; and seeing the outline of a plane 
through oil smoke pouring from a burning air- 
craft engine (this effect would have been 
really helpful in the Aces games from Sierra). 

Z-buffering: also known as hidden-sur- 
face removal. This calculates what pixels will 
be hidden from sight by associating a Z 
value with every pixel on the screen; the 
lower the Z value, the closer the pixel 
appears. Through Z-buffering, you can have 


penetrating objects drawn to the screen. 
Imagine watching a person object on the left 
side of your monitor fire a laser blast at a 
tree object on the right side of the monitor. If 
the tree is a cylindrical object made up of 12 
polygons, there is a point at which the laser 
biast's Z value equals the Z value of one of 
the suriace pixels of the tree. At this point, 
you want the game to stop drawing laser pix- 
els and only draw tree pixels. When the laser 
exits the other side of the tree, you want the 
game to start drawing the laser pixels again. 
Currently, this is impossible in software, sim- 


Rebel Moon features a Doom-like shooter with 
super hi-resolution graphics. 


ply because of the math overhead that is 
required of the CPU. Your game would slow 
to a Crawi as the necessary calculations 
were done. Onboard Z-buffering takes care 
of this. if you want a more interesting exam- 
pie, imagine firing a shotgun blast at an imp 
in Doom and being able to see the shot pass 
through the imp and hit the wail behind it. 
Nifty concept, eh’? 

The question is, how willing will develop- 
ers be to code the needed drivers into their 
game's code? Jay Patel from Interplay 
reportedly ported Descent in four days to the 
chip's specifications. Admittedly, they were 
four 20-hour days, but four days regardless. 
An extra week to port the game? If it helps 
drive sales, why not? ) 

The 3D Blaster looks to be one of the 
best upgrades for those who want to play the 
hot 3D games without an all-new system. 
Expect it in stores for Christmas, at around 
$300. It will be backed by a one year limited 
warranty covering parts and labor. 


\ VIDEO 


PIPELINE AND 
YOUR PC 


The video pipeline consists of, 
at its most basic, two parts: the 
front end and the back end. 
When you are setting up a 3D 
application, you spend your time 
in these two areas. We'll use a 
simplified example: a flight sim. 
The front end consists of pulling 
in all the aspects of.a 3D world. 
First, you'll draw your local 3D 
neighborhood, which consists of 
your airplane. Second, you'll 
define the global 3D neighbor- 
hood, the area you'll be flying. 
This area includes all of the other 
objects: buildings, other planes, 
etc. Once you've defined your 
global neighborhood and your 
position in it, you add lighting 
effects. For each polygon vertex, 
certain intensities of light must be 
defined in order to get realistic 
shading effects. You define a 
“viewing cone” that tells the com- 
puter what to draw and what to 
throw away. If you look out from 
the canopy of your plane, you 
have a certain field of view. 
Within that view will be 3D 
objects that have hidden sur- 
faces, or surfaces that are point- 
ed away from you. Anything that 
falls outside your field of view 
gets thrown away. It’s simply not 
worth the processing time to ren- 
der all of the objects in your world 
that you can’t see anyway. The 
computer will remember that the 
polygons are there when the time 
comes for those surfaces to come 
into view The back end of the 
video pipeline is the rasterization 
portion. This means that the com- 
puter is ready to set up the scene 
for output. Three sets of parame- 
ters, XYZ (coordinates and poly- 
gons), RGB (color and intensities) 
& STQ (texture variables) get 
passed to the rasterization por- 
tion of the pipeline. The rasteriza- 
tion process takes care of all of 
the special effects and the image 
is drawn to the screen pixel by 
pixel. Despite all the apparent 
work that is done in the front end, 
it is the back end of the video 
pipeline that chews up CPU time. 
Think of it as the difference 
between having proof of Newton’s 
Third Law and watching a demoli- 
tion derby. One requires only an 
understanding of physics, the 
other requires a demonstration. 
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A mystery unsolved until now! Sint 


August 31, 1888 the identity of Jac ' 
has eluded criminologists. Using i 4 
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Only logic and deduetion can save you! 
complicated & frustrating pa Sers 0 
typing are used to solve ua y 


of difficulty & multigle solutions wi wil ke 
thinking for a long, long time. ° i ui 


Alone i in the or of Whi 


Inspector Frank Abberline is 
the Metropolitan Police 
Inspector in charge of detectives 
in the Whitechapel investation 
Inspector Abberline appeared 
at the scene of the crime at 
10:43 AM and immediately 
called for the area to be roped 
off from the public 


For more information visit your local 
retailer or call 1-800-GameTek 
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USED IBM GAMES 
COMPLETE & VIRUS FREE; 
WITH THE ORIGINAL BOX, 
DOCUMENTATION AND 
DISKS 

1942 PACIFIC AIR WAR 22 
688 ATTACK SUB 8 
A320 AIRBUS 17 
ACES OF THE DEEP 27 
ACES OF THE PACIFIC 19 
ACES OVER EUROPE 25 
AIRBORNE RANGER 5 
ALIEN LEGACY 15 
ALTERED DESTINY 10 
AMAZON 8 
ARACHNOPHOBIA 9 
ARCHON ULTRA 21 
ARMORED FIST 22 
BARD'S TALE 1 12 
BARD'S TALE 2 13 
BATTLE BUGS 25 
BATTLE CHESS 4000 18 
BLOODNET 18 
BLOODSTONE 14 
BLUE AND GRAY 17 
BODY BLOWS 11 
BRIDGE OLYMPIAD 19 
CAMPAIGN 2 21 
CARRIER STRIKE 15 
CASTLES 9 
CASTLES 2 15 
CD - 1942 PACIFIC AIR GOLD 32 
CD - 7TH GUEST 23 
CD - ACES OF THE DEEP 31 
CD - AEGIS GUARDIAN FLEET 25 
CD - AL-QADIM GENIE’S CURSE 24 
CD - ALIEN LOGIC 15 
CD - ALIEN VIRUS 29 
CD - ALONE IN THE DARK 2 29 
CD - ALONE IN THE DARK 3 32 
CD - ARENA 32 
CD - BATTLE ISLE 2200 26 
CD - BENEATH A STEEL SKY 27 
CD - BIO FORGE 32 
CD - BLACKTHORNE 19 
CD - BLOWN AWAY 25 
CD - BLUE AND GRAY 29 
CD - BLUE FORCE 16 
CD - BUREAU 13 ve 
CD - CHAOS CONTINUUM 15 
CD - CLUB DEAD (M-TV) 31 
CD - CORRIDOR 7 18 
CD - CREATURE SHOCK 26 
CD - CRITICAL PATH 17 
CD - CURSE OF ENCHANTIA 14 
CD - CYBERIA 22 
CD - CYBERRACE 19 
CD - CYBERWAR 31 
CD - CYCLONES 29 
CD - DIZONE FOR DOOM 24 
CD - DAEDALUS ENCOUNTER 36 
CD - DAEMONSGATE 19 
CD - DARK FORCES 32 
CD - DARK LEGIONS 19 
CD - DARK SEED 19 
CD - DAY OF THE TENTACLE 19 
CD - DISCWORLD 29 
CD - DOOM 2 32 
CD - DOOM COMPANION ED 11 
CD - DRACULA UNLEASHED 24 
CD - DRAGON LORE 24 
CD - DREAMWEB 24 
CD - DUNE 19 
CD - EMPIRE DELUXE MASTER 19 
CD - ERIC THE UNREADY 19 
CD - FALCON GOLD 33 
CD - FANTASY EMPIRES 14 
CD - FIFTH FLEET 29 
CD - FLASH TRAFFIC 22 
CD - FLEET DEFENDER GOLD 34 
CD - FORTRESS OF DR RADI 21 
CD - FREDDY PHARKAS 24 
CD - FRONT PAGE BASEBALL 25 
CD - FULL THROTTLE 31 
CD - GABRIEL KNIGHT 23 
CD - GADGET 32 
CD - GATEWAY 2 24 
CD - GAZILLIONAIRE 19 
CD - GOBLIIINS 2 13 
CD - GRANDEST FLEET 22 
CD - GREAT NAVAL BATTLS 2 19 
CD - HAMMER OF THE GODS 24 
CD - HARPOON CLASSICS 14 
CD - HELL: CYBERPUNK 22 
CD - HIGH SEAS TRADER 29 


CD - HORDE 

CD - INDY JONES FATE ATLAN 
CD - INFERNO 

CD - INTERPLAY’S 10 YR ANTH 
CD - IRON ASSAULT 

CD - IRON HELIX 

CD - JEWELS OF THE ORACLE 
CD - JOURNEYMAN PRO-8 MEG 
CD - JUMP RAVEN 

CD - KING’S QUEST 5 

CD - KING’S QUEST 6 

CD - KING’S QUEST 7 


CD - MONKEY ISLAND 

CD - MORPHMAN 

CD - MYST 

CD - NASCAR RACING 

CD - NHL HOCKEY '95 

CD - NOCTROPOLIS 

CD - NOMAD 

CD - NOVASTORM 

CD - OPERATION BODY CNT 
CD - ORION CONSPIRACY 
CD - OUTPOST 

CD - PAGEMASTER 


CD - ZEPPELIN . 

CD - ZORRO 

CHESS MANIAC 5 BILLION &1 
CIVILIZATION 

CLASH OF STEEL 

CLUE MASTER DETECTIVE 
COMPANION OF XANTH 
CONTINUUM 

CORRIDOR 7 

CREEPERS 

D-DAY BEGINNING OF END 
DARK CENTURY 

DARK LEGIONS 

DAY OF THE TENTACLE 
DAY OF THE VIPER 

DEJA VU 1&2 - WINDOWS 
DELTA V 

DOOM 2 

DRACULA - BRAM STOKER 
DUNGEON HACK 

EMPIRE SOCCER 94 
ETERNAM 

FALCON 3.0 

FALCON 3.0 ADD-ONS 
FANATSY EMPIRES 
FIELDS OF GLORY 

FIFTH FLEET 

FLEET DEFENDER 


ISLE OF THE DEAD 
JEOPARDY SPORTS EDITION 
KGB 

KING'S QUEST 2 

KING'S QUEST 4 

KING'S QUEST 5 

KING’S QUEST 6 
KINGMAKER 

LANDS OF LORE 

LASER SQUAD 

LEGACY: REALM OF TERROR 
LEGEND OF KYRANDIA 
LEGIONS - WIN 

LEISURE SUIT LARRY 14 
LEISURE SUIT LARRY 2 
LEISURE SUIT LARRY 3 
LEISURE SUIT LARRY 5 
LEATHEL TENDER 

LINKS 386 PRO 


19 


LINKS AD-ON COURSE DSKS_ = CALL 


LOOM 

LORDS OF THE REALM 

LOST FILES SHERLOCK HOLM 
MAGNETIC SCROLLS BUNDLE 
MARTIAN MEMORANDUM 
MASTER OF MAGIC 

MASTER OF ORION 

MEAN STREETS 


eH ie 


at (ee 


authorization no. 


days of beet. 
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CD - KING’S QUEST COLLECT 
CD - L-ZONE 

CD - LABYRINTH OF TIME 
CD - LANDS OF LORE 

CD - LAST DINOSAUR EGG 
CD - LAWNMOWER MAN 

CD - LEGEND OF KYRANDIA 
CD - LINKS 386 

CD - LIVE ACTION FOOTBALL 
CD - LOOM 

CD - LORDS OF THE REALM 
CD - LOST EDEN 


CD - LUNICUS 

CD - MAABUS 

CD - MACHIAVELLI: PRINCE 
CD - MAELSTROM 

CD - MANHOLE 

CD - MANTIS 

CD - MASTER OF MAGIC 

CD - MAXIMUM OVERKILL 
CD - MEGARACE 

CD - MENZOBERRANZAN 
CD - METALTECH: EARTH SGE 
CD - MICROCOSM 

CD - MILLENNIUM AUCTION 


31 
15 
19 
24 
22 
19 
17 
25 
23 
15 
29 
24 


31 
26 
21 
27 
29 
19 
32 


CD - PANZER GENERAL 

CD - PIZZA TYCOON 

CD - PSYCHOTRON 

CD - PURE WARGAME 

CD - QUANTUM GATE-WIN 
CD - QUARANTINE 

CD - RAVENLOFT 2: STONE PR 
CD - REBEL ASSAULT 

CD - RELENTLESS: TWINSEN 
CD - RENEGADE 

CD - RETURN OF PHANTOM 
CD - RETURN TO ZORK 

CD - RISE OF THE ROBOTS 
CD - RISE OF THE TRIAD 

CD - SAM & MAX: HIT ROAD 
CD - SHADOW CASTER 

CD - SHADOW OF COMET 

CD - SPACE QUEST 4 

CD - SPACE SHUTTLE 

CD - SPEAR OF DESTINY 

CD - STAR CRUSADER 

CD - STAR REACH 

CD - STAR TRAIL 

CD - STAR TREK 25TH ANNIV 
CD - STAR TREK: NEXT GENE 
CD - STELLAR 7 

CD - SYSTEM SHOCK 

CD - TFX 

CD - TONY LARUSSA 2 '94 
CD - TONY LARUSSA BB 3 
CD - TRANSPORT TYCOON 
CD - ULTIMATE DOMAIN 

CD - ULTIMATE FOOTBALL 
CD - UNDER A KILLING MOON 
CD - UNNECESSARY ROUGH 95 
CD - US NAVY FIGHTERS 

CD - USS TICONDEROGA 

CD - VIRTUAL VEGAS 

CD - WING COM ARMADA 

CD - WING COMMANDER 3 
CD - WOLF 

CD - WOLFPACK 

CD - WRATH OF GODS 

CD - X-COM UFO DEFENSE 
CD - X-WING COLLECTOR’S ED 
CD - ZEPHYR 


your expense. 


FLIGHT SIM 4 OR 5 AD-ONS 
FLIGHT SIM 4.0 (MICROSOFT) 
FLIGHT SIM 5.0 (MICROSOFT) 
FREE DC 

FRONT LINES 

FRONT PAGE BASEBALL 
FRONT PAGE FOOTBALL PRO 
FRONTIER ELITE 2 

FUTURE WARS 

GABRIEL KNIGHT 


GATEWAY 

GATEWAY 2: HOMEWORLD 
GEEKWAD 

GOBLINS QUEST 3 

GOLD OF THE AZTECS 
GRANDEST FLEET 

GREAT NAVAL BATTLES 
GREAT NAVAL BATTLES 2 
GREAT WAR 

HARPOON 2 

HEART OF CHINA - VGA 
HIGH COMMAND 

HUMANS 

INCA 

INCA 2 

INDY CAR RACING 

INDY JONES FATE ATLANTIS 
INDY JONES LAST CRUSADE 
IRON CROSS 


5. Your check will usua 
your gan 
credits may take slightly lor 


outside of box. Mai ; G 


CALL 
18 
25 

5 
24 
19 
15 
22 

5 
14 


BUYING! | 


e current buying 
for your shipment. 


r credit to purchase 
are interested in. 


within 10-14 working 


2s, Some “wish list” game 


Games will be checked for viruses & completeness. 
Games must be complete with all disks, printed materials, 
& in original box. Incomplete games will be returned at 


MERCHANT PRINCE 
METAL & LACE 

MIGHT & MAGIC 5: DARKSIDE 
MORTAL KOMBAT 

NFL COACHES CLUB 

NHL HOCKEY 

NOMAD 

OPERATION CRUSADER 
OUPOST 

OUT OF THIS WORLD 
PANZER GENERAL 
PERFECT GENERAL 
PLANET SOCCER 

POLICE QUEST 1 - VGA 
POLICE QUEST 3 - VGA 
POWERHITS: MOVIES 
POWERHITS: BATTLETECH 
PRINCE OF PERSIA 
PRINCE OF PERSIA 2 
PRIVATEER 

PRIVATEER SPEECH PACK 
PRO LEAGUE BB '94 
PUNISHER 

QUARANTINE 

RAPTOR ( REG VERSION) 
RED BARON VGA 

RETURN OF THE PHANTOM 


RETURN TO ZORK 19 
RISE OF THE DRAGON - VGA 9 
RISE OF THE TRIAD 25 
ROAD TO THE FINAL FOUR, 27 
ROBINSON'S REQUIEM 15 
ROCKETEER 12 
RULES OF ENGAGEMENT 19 
SAM & MAX: HIT THE ROAD 19 
SEAL TEAM 14 
SEARCH FOR THE KING 7 
SECRET WEAPONS LUFTWAF 12 
SHADOW CASTER 10 
SIERRA AWARD WINNERS 19 
SILPHEED 4 
SILVERBALL 12 
SIM CITY 17 
SIMON THE SORCERER 13 
SPACE QUEST 1 - VGA 10 
SPACE QUEST 2 - EGA 10 
SPACE QUEST 4 - VGA 12 
SPACE QUEST 5 - VGA 17 
SPACE SIM ( MICROSOFT) 25 
SPACEWARD HO! 17 
SPECTRE 14 
SPECTRE VR 19 
SPELLCASTING 101 ] 
SPELLCASTING 201 15 
SPELLCASTING 301 24 
STAR CRUSADER 19 
STAR TREK 25TH ANNIV 12 
STAR WARS CHESS 19 
STARSHIP: COMMAND ADV 11 
STELLAR 7 6 
STREET FIGHTER 2 14 
STRIKE COMMANDER 15 
STRIKE SQUAD 15 
STRONGHOLD 12 
SUMMONING i 
SWORD QUEST 11 
SYSTEM SHOCK 22 
TAKE-A-BREAK PINBALL 12 
TERMINATOR 7 
TERMINATOR 2029 12 
TERMINATOR 2029: OPERAT 8 
TFX 19 
THE PROPHECY 8 
THEATRE OF DEATH 16 
THEME PARK 25 
THEXDER 6 
THEXDER 2 8 
TIE FIGHTER 28 
TORNADO 12 
TRISTAN PINBALL 10 
ULTIMA 8 21 
ULTIMA UNDERWORLD 2 19 
ULTIMATE DOMAIN 15 
ULTRABOTS 14 
VAXINE 7 
VIKINGS 2 29 
WALLS OF ROME 18 
WAR IN RUSSIA 25 
WARLORDS 2 25 
WELLTRIS 9 
WING COMMANDER AD-ONS = CALL 
WOLF 15 
WOLFPACK 11 
WONDERLAND 8 
WORDTRIS 15 
WW2:AIR FORCE COMMAND 10 
X-COM UFO DEFENSE 26 
X-WING 17 


Prices & availability subject 
to change. Call Toll Free for 
current titles and those not 
listed—we've got lots more! 
All Used Games are 
complete & virus free with 
original box, documenta- 
tion & disks. System 
compatibility is not 
guaranteed. All sales are 
final-defective games 
replaced with same title. 
Free shipping (Regular 
Ground) in the continental 
USA on orders over $150. 
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It's feeding frenzy time! Paradise introduces Tasmania 3D, the accelerated 3D 
Includes two exciting game board and game combo that has your existing gameplay for 
3D games free! lunch. Tasmania 3D supports all RPA-compatible games to deliver the 
ee most visually electrifying games you've ever experienced on a PC. 


<a aces Incredibly high resolution, arcade-quality games—we're talking 
SPTEM ANIA 3P nem it uncharted waters, here. 


acceler¢ 


y we Craving 3D? Tasmania 3D's advanced 3D acceleration features, like texture 

mame | mapping, Gouraud shading and Z-buffering, provide high-quality detail 

: : = a and smooth contours for an amazing 3D effect. All without sacrificing 
performance. Installation’s a snap, since everything you need to install 
the board and game combo is in the box. And with Tasmania 3D's easy 
integration, you don't have to replace your graphics card. Best of all, 
Tasmania 3D is backed by the same 5-year warranty covering all 
Paradise performance products. Set a course for Tasmania at the 
retailers below and sink your teeth into killer gaming! 


Phone: 1-800-832-4778 e Internet:http://www.wdc.com/ ¢ DocuFax:714-932-4300 
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Western Digital Corporation 


8 \ | \r\ Mi oo ao 
HATNER’S 


he next step in the 

evolution of William 

Shatners TekWar is 

now coming to the 
Computer platform. 
Recently, Steven Greenlee 
had a chance to talk with 
the IntraCorp producer and 
designer of the TekWar 
Yame, Amy Smith-Boylan 
and James Wheeler. 


CGR: This is the third treat- 
ment of the idea originally 
spawned by William Shatner in 
his novels. Did that have an 
impact on the way you : 
approached designing TekWar 
the computer game? 


Amy Smith-Boylan: “Well, I'll 
tell you Steve, originally— 
because | was in charge of 
licensing when | set out to get 
the license—all he had was the 
books, so we went strictly by 
the book. The TV show and 
movies we looked at, but we 
went mostly by the books.” 


James Wheeler: “We got them 
after we already had gotten the 
license, so we watched the TV 

shows and movies afterwards. 

Originally it was just by the 


COMPUTER GAME REVIEW 


book.” 


CGR: Are there any differences, even 
subtle ones, between the game and 
the books and movies? 


AS: “Good question. | didn’t know you 
were going to ask such tough ques- 
tions, Steve [laughs]. To tell you the 
truth, | think the game has a little of 
the feel of both only because...you 
know the books only have one charac- 
ter per book and a couple of the books 
even have the same bad guy charac- 
ter. So in order to get enough bad 
guys we actually took some from the 
TV show. So | think if you seen the 
shows and not read the books or read 
the books and never seen the movies 
or the TV show, | think you'll recognizé 
it either way.” 
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Amy Smith-Boylan, 
Producer 


CGR: What was it like working y 
William Shatner? 


duced and published? 


JW: “Yes.” 


AS: “We could just call him up ona 
whim and ask him his input and he 
would give it to us. He checked in with 
us regularly.” 


JW: “He was very interested in the 
product.” 


AS: “Yeah, he wanted to learn a lo 


since now 
[needs] te"learn more. He went out 
and bought a PC. He really was very 
easy to work with. He was actually 
delightful to work with.” 


JW: “He also didn't try to be some- 
body he wasn’t. From the beginning 
he really said he didn’t know that 
much about computers so he didn’t try 
to make it look like he was a computer 
god. He actually went about every- 
thing normally. | mean, he didn’t try to 
perpetrate a fraud.” 


CGR: What about the development of 
the game? Was there anything here 
close to a previous experience or was 
a new experience as compared to the 
other CD-ROMs that you have pro- 
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Image from Magic Carpet Il © 1995 Electronic Arts. Magic Carpet is a trademark of Bullfrog Productions Nascar 1993-95 Papyrus Design Group, Inc. Flight Unlimited '™ & © 1994 Looking Glass 
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AS: “Well, yeah. First thing, we 
went for a bit of realism. We went 


to Canada where they were still oe i ’ @ Viet ez 

dio ng the TV show, so we [could — ; | | 
all the corre ct costumes. A All a ‘ | 

the costumes from the game are 

costumes tha 


t have been in the 
TV show and the movies. The 
weapons are real weapons from 
the show. We filmed video, |i 
footage of Shatner r. Originally we 
sip gol ng to use video from t the 
ovies and then we decided to do 
custom shooting. e came We ere 
and worked with us for two days 
and we put in live-action video 
which we've never done before.” 


CGR: How did you design the 
game? What came first, “the | video, 
the puzzles, the story? 
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JW: “The overall layout -and the 
design of the game came ‘iret 
Then after the outline of the game 
was designed, probably-about four 
to five months down the road is 
when we actually designed all the 
cript and what Shatner-would 
say. We kind of blended in with 
the actual story of when he would 
appear throughout it.” 


e$setees 


GR: What did you two:have to 
do in order to prepare yourselves 
to make TekWar the game? It’s 
already had some treatments and 
you need to reflect that but stay 
different. How did you make the 
game part of the game? 


AS: “Well you know originally 

when we got the license, Steve, III 
tell you the truth, we were not sure 
really of what kind of engine were 
going to use for the game. When 
we found out about the Build 
engine. We licensed [that] engine 
starting with the first prdduct, 
Witchaven. You know the TekWar 
books if you've read the 
books...are very easy réads. 
They're very fast. They have a 
basic story—good against evil— 
and good usually wins out at the 
end of the book. That’s the 
premise we went with. We realized 
the | Game had to be fast paced 
and it had to be good against 
bad.” ; 


JW: “We also didn't want to make 
it linear; mission one, mission two, 
in that order. Here you can go 

after any one of the TekLords you 
choose at any point of time in the 
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AS: “The way the game flows 

also, Steve, is that if you 

leave...each mission has three or ae _ eC - i 
a . r) four! levels—what-you: would eal See Sg 4 4 7 | = ; * ‘ b TL ET 

levels in a Doom-style game, so if : : | 

you leave one of the levels before 
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accomplishing the task on 
that level—say to find a 
blue key card or red key 
card, when you come back, 
everybody is back. 
Everybody you stunned is 
back to life. So you just 
can’t waltz right into that 
level and go look for the red 
key card. You have to fight 
your way through that whole 
level all over again.” 


CGR: Speaking of the 
engine, could you describe 
for our readers who may not 
be familiar with Witchaven, 
what TekWar is going to 
look like? 


JW: “It’s very similar to 
Doom except with the 
added enhancements of 
looking up and looking 
down, crouching and jump- 
ing.” 


AS: “Right. It also [has] 
unlimited height. Some of 
the buildings are 6, 7 and 
10 stories high. It has a 
very realistic city environ- 
ment. You can take eleva- 
tors to the next floor and 
look out the window onto 
the street. You can be shot 
at from windows in the 
building...while you're on 
the street.” 


JW: “And you've got rooms 
above rooms.” 


AS: “Right. You’ve got 
LOOMS ABOVE FOOMS: «+» 
Walkways above walkways.” 


JW: “People falling off 
bridges when they get 
shot.” 


AS: “Right. You shoot’ 
somebody on a bridges 
they fall to the ground#* ¢ 


lf you shoot somebody 6 a 


lake, they bob up and down. 
Everything is explosive. All 
the windows break. All the 
barrels explode. All the 
lights blow up. You can go 
underwater. So it is a very 
much a first-person 3D 
action game, but it’s a very 
realistic environment. There 
are daytime maps and 
nighttime maps. There are 
twilight maps.” 


JW: “Also, one of the more 
important features is that it 
also supports Super VGA so 
you get a higher res. It 
looks a lot better. So when 


# >>, your gun and the cops will 
Mi pull their gun and they'll 


responses and the civilians 


COMPUTER GAME REVIEW 


you've got a city running in 
640x480 it looks really 
great. It looks really realis- 
tic.” 


AS: “Right.” 


CGR: Was there an aspect 
that William Shatner 
brought to the development 
table which stands out in 
your minds that really aug- 
mented the development 
process? 


JW: “No blood , 
and gore (laughs) 


AS: “Well, . 
originally nam 
Bill didn’t want” ’ 
us to have any 
blood or gore so what we 
tried to do...although the 
game basically is a shooter 
we give you points, acco- 
lades, so to speak, for stun- 
ning and not killing and also 
if you can get through the 
game without hurting any- 
body completely except for 
the bad guy at the end.” 


JW: “: The original design 
was made so that, accord- 
ing to-Shatner, he didn’t 
want anybody to be shot 
and killed." 


AS: “Right. We tried to 
make it more of a strategy 
ace Se would try 


guards at the bank. And 
you'll walk in and you'll pull 


y, ‘Put the gun down,’ 
here:s a dozen different 


will cower and scream. On 
the other hand you can walk 
into a:Tek factory where 
they are doing Tek deals 
and stuff like that and until 
you reach a certain point 
where they think you've 
come too close and you are 
an intruder, they won't 
react. So it’s not where you 
walk down the street and 
people start shooting at 
you. lf you’re really smart 
and have a little bit cunning, 
you can get through the 
whole game without killing.” 


CGR: | understand that 
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William Shatner was very concerned 
with the game environment, did that 
pose any additional difficulties for you 
to design? 


AS: “He approved pretty much the look _ 


of the game and what parts of the city ~ 
we were going to use. What factories 
and the free zone, which is a pretty 
bad part of town, and then: there’s the 
nice part of town. You know. we mixed 
it up a lot. 

“There were things hens he said 
‘maybe do another level like this’ or ‘do 
two levels like this,’ you know. To give 
it more of an even tone, so to speak.” 


CGR: How hard was it to program this 
Al? | know you mentioned:earlier the 
difficult with the video, but:did this 
prove to be a challenge as well? 


JW: “The Al took a while, yeah.” 


AS: “The Al took one programmer 10 
months.” 


JW: “From the very hacia of the 
design that was one of the very first 
things we were working on, even 
before we had cities built, [we were] 
just working on the Al and:getting the 
enemies to go around corners and 
cower and shoot from the next spot to 
attack from and so forth. . took a 
while.” 


CGR: Did ‘i ever feel like you had a 
higher standard to maintain since you 
were working with William ‘Shatner, 
such a high-profile star? 


AS: “[laughs] I’ll tell you Steve, from 
my point of view and because | signed 
the license it’s a little bit different, [but] 
from the get-go it was my opinion that 
we had to make the best game possi- 
ble. | refuse to be known ds the person 
who screwed up the William Shatner 
license. So, do | think we did a good 
job? Yes, | think we did the best job 
possible in the amount of development 
time we had. We’re working on an add- 
on now called TekWar: New York that’s 
going to be out around March [1996]. 
It's going to have so much: more than 
the original game because: we learned 
SO much.” 
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when you come to a game that 
is totally generated out of a 


| why there’s no — 
limitation. And 
so the intricacy of 
the game, the | 
placement 
_of where the 
characters could 


_ unlimited.” 


: CGR: | would sup 
_ pose by having the 


5 nsiders say William Shatner has taken to 
the development of TekWar the game like a 
kid looking for licorice in a candy store. 


CGR was able to follow up our interview of 
some months ago to find out if William 


Shatner was indeed as enthusiastic about the 
Tekwar game as he was this past summer. 


- Steven Greenlee did the interview. 


CGR: Since the last time we talked you have 
immersed yourself into games. | was wonder- 
ing if you were surprised at the entertainment 
value of computer games? 


“yo Spetner “No, ’m not surprised at the 


_ entertainment value because [it is] a game by 


its very nature. | mean, it’s as simple as dice 
or cards and you can go up the level of 
sophistication of what a game is. Playing tag 


can be entertaining because [you don’t know] | 


who’s going to win. What | was surprised at 
as | went through the games was the level of 
sophistication increas[ing] year by year. The 
older games less so, and now the modern 


games with their compression of information 


now four times and going to a hundred times 
[greater]. That is amazing. To be able to be 


filmed as | was in Miami and be put in the 
game on film is a whole step forward in the 
games I’ve been playing. So | was surprised 
at the level of sophistication, not the level of 

entertainment.” » | | 


CGR: How did you find the environment of the 
_ TekWar game compared to the environment of 
_TekWar on television? — 


>. “Totally different. Because of the cost 
_ involved, | would limit a shot, a frame of a 
_ shot to encompass a building, or know well in 

- advance, because we had storyboarded that, 

_ the frame line—although ended practically— 

_ was going to continue because it was going to 
_ be computer generated—some computer gen- 
- erated image was going to be added to it. | 


had to calculate the cost of what the com- 
puter generated image would be. When 
that cost was estimated, then | had 
to limit the number of shots that | 
could computer generate, so 
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level of involvement that you did you ate satis- 
fied with respect to the look the computer 
game has compared to your vision. 


>. “Well, | don’t know. You tell me (laughs). 2 


CGR: What about the artificial intelligence? 
Did you find that it was harder to create the 
intelligence of the characters in the game | 

compared with trying to write it for television? 


“> “It's about the same. | mean, your hero 
shoots at the villain; if you kill your villain your — 
movie’s over. (laughs) Game over. But:you - 
can't do that. The same imagination, the same 


_ cleverness needed to apply. Fortunately, | had 


clever and creative people, or we had clever 
and creative people at IntraCorp doing: all that 


kind of thing. | would look it over and add an 


odd suggestion, but they w were doing the - 
work.” 8 


_ CGR: Did you find it fun? Let me gualiy that. 


For all the years you have been on television | 
and in movies, | know there must be a‘fun ele- 
ment to it, but you’re so used to many ¢ Se 
things it becomes commonplace and not the 
jump-up-and-down-“yippee”-kind of fun. Did - 
you find doing a computer game pce ds 
fun? 


>. “Yeah. Yeah, it’s fun. It’s novel. | aon | 
understand it, logarithm, algorithms, the intri- — 


-cacies of how it’s done |’m not quite sure. 


What | think | know is tension, anxiety, : ‘conflict 
and that kind of thing, so that’s what | was | 
really able to be bring to it. The people; the 


gamers in Miami, could really as wt what 


'd think up in theory.” 


CGR: Now that you have done this one, do 
you want to do another? : 


WS: “Going to do it. Absolutely. I've oe plans 

for three for next year. Absolutely, 
and when I'm able to announce it 
you're going to es fall off _ 
seat.” 


CGR: Was there any part of ae — 
_ project that you found espe- | 
cially interesting, moreso _ 
_ than another part? 


“> “The way. A want- 
ed the game tobe a _ 
combination of afcade 

and puzzle. | played Myst 
and done the arcade ~ 
things and | thought the | 
combination of both . 
was the way to go. And — 
the result here think 
- Satisfied me. I3hought 
it was fun.” Po 


kf the Second Han Dynasty 
} @ and China is on the verge of 
® collapse. Infighting among the 
court families and the 
emergence of powerful 
warlords dominates the 
landscape. The struggle for 
power has brought an era 
known as the Three Kingdoms, 
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he 138th GDI mission is a 
good one to look at in terms 
of strategy, because it con- 
tains virtually all of the clas- 
sic tactics that you can and 
will use as either side in Command and 
Conquer. With this in mind, the follow- 
ing few pages will cover the specifics of 
this mission with the idea of using 
these tactics on virtually every other 
mission in the game. 

Your mission here is to destroy the 
Nod forces in the area. Your starting 
forces are a mobile construction yard, a 
mammoth tank, two medium tanks, two 
rocket launchers, a hum-vee, two 
grenadiers and two minigunners. Nod 
has a couple of bases and starts the 
mission with a good number of troops 
and vehicles and a lot of Tiberium. 
However, your task will not be difficult. 


STARTING OUT 


The first thing you should do is move 
your mobile construction yard to the 
right. Deploy it next to the line of rocks 
so that you have a path to the small 
area at the far right. Build a power 
plant and place it to the immediate left 
of the construction yard. Next build a 
barracks and place that directly above 
the construction yard. After this is com- 
plete, build a Tiberium refinery. As this 
is building, take your hum-vee and have 
it explore to the left of your starting 
position, starting around the top of the 
uncovered area. You should find a nice 
patch of Tiberium here, which your har- 
vester can start on. 

You will be attacked from the left, but 
it is nothing that should prove to be too 
much trouble for your starting forces to 
take down. Deploy your units as follows: 
Take all four of your infantry units and 
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This is a good layout for your initial base. Note that infantry and vehicles are not trapped by other 
buildings, the refinery is easily accessible to the harvester and the repair bay is easy to get to. 


place them above the barracks. Move 
one of your medium tanks here as well. 
Your mammoth tank, other medium 
tank, hum-vee and two rocket platforms 
can take anything that comes from the 
left, including a Nod harvester, which 
should take a very high priority. Be 
careful that your units don’t follow it 
into the Nod base, however. 
Concerning buildings, the next four 
you should build, in some order (and 
this is the order I recommend), are a 
weapons factory, to be placed above the 
refinery, slightly offset to the left; a 
repair platform, placed directly above 
the barracks; a second power plant, 
placed to the left between the weapons 
factory and refinery; and a communica- 
tions center, which can wait for a little 


while and should be placed directly to 
the left of the second power plant. You 
should build a second harvester right 
away, and have your hum-vee scout 
around the bottom of the map for more 
Tiberium. Also, watch for the flame 
tank that will come from the top right. 
Your medium tank is more than a 
match for it. 


FIRST BASE 


Above your starting position, you will 
encounter a line of cliffs. Beyond it is an 
enemy base. Move in your rocket plat- 
forms and attack the rightmost SAM 
site. If you want a bit more firepower, 
bring in your medium tank that you 
have guarding your left flank. You 
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should have a weapons factory by this 
time, so crank out a couple of vehicles, 
preferably a medium tank and another 
hum-vee. This may set you back slightly 
on your building construction, but with 
two harvesters, it won’t take long to 
recoup the cost of these units, and you 
will need these units. 

Once the first SAM site is gone, slow- 
ly move your rocket platforms to the left 
until you find the second SAM. Attack it 
carefully, because some areas here are 
in range of a Nod turret. You should 
have little problem destroying this site. 

You are now going to take a little 
break from attacking, because you will 
need a lot of Tiberium for the next 
phase of this mission. Build five 
grenadiers and move them up by the 
rocket platforms, keeping them out of 
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GDI forces attack a Nod harvester. Make 
sure that you have someone attacking any 
Noddies targeting your other units. Keep 
your harvester out of the fray. 


the range of the turret. Next, build an 
APC and start creating engineers. You'll 
eventually need eight engineers, but 
you can start the first phase of this 
operation with as few as three. When 
you have three to five engineers, load 
them into the APC and bring it over 
with your other troops. Your attacking 
force should be as follows: A mammoth 
tank, two medium tanks, two hum-vees, 
two rocket platforms, five grenadiers 
and one APC loaded with engineers. 
Guarding your right flank should be 
your starting infantry, a medium tank 
and if you have the Tiberium, a couple 
more troopers. Now for the fun part. 

Take one of the hum-vees from your 
attacking force and scout to the left. 
You will find a couple of Nod troops hid- 
ing in trees as well as a path down to 
the gun turret that you have spotted. 
Use the hum-vee to scout out the imme- 
diate area enough that you locate the 
second turret. Be careful not to let the 
hum-vee get hit too badly. If it does, 
send it back to the repair bay and have 
the hum-vee guarding the right flank 
join the attacking force. When the dam- 
aged hum-vee is repaired, it will join 
the team guarding your flank. 
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The APC has unloaded its cargo of engineers at the Nod base. With four more engineers, this entire 
base will belong to GDI. Note how full the silos still controlled by Nod are. Take these, and all of that 


Tiberium becomes your property. 


Move everyone up to a spot just out of 
range of the turrets. Have the grenad- 
iers run in to attract the attention of 
the lower turret. When this happens, 
send in the vehicles to take it out. Gun 
turrets are not accurate against 
infantry, so you should come out of this 


The massed GDI forces at the advance 
base (top) prepare for the assault on Nod. 
With the harvester destroyed (center) GDI 
has a clear shot at the Nod power plants 
(bottom). 


virtually unscathed. Also, be careful not 
to let your vehicles enter the range of 
the second turret. When the first turret 
is gone, use the same tactic to take out 
the second. 

Now, send in a hum-vee to scout the 
base. There should be some Nod troops 
guarding the hand of Nod. You'll need 
to eliminate these with the hum-vees 
and the grenadiers. Once this is done, 
bring in the APC and unload the engi- 
neers. Have them take over a power 
plant, the hand of Nod and a silo. If you 
have more engineers in this batch, take 
over additional silos. You will get all of 
the Tiberium in the silos, which is a 
very good thing. Create more engi- 
neers—enough to take over the rest of 
the buildings at this base. Send your 
APC back to your original base to pick 
them up. All told, you should take over 
four silos, a refinery, two power plants 
and a hand of Nod. This will steal about 
4,000 units of Tiberium from the Nod 
forces and give you a great advance 
base to attack from. Build a second 
repair facility, placing it next to your 
new refinery. Also, you should now have 
enough Tiberium to build the advanced 
communication center, which should be 
placed next to your first comm. center. 
The first comm. center can now be sold, 
giving you money and troops. 


NEXT STRIKE 


With this base taken, you are now in 
position to attack the second Nod base. 
First, build a couple of grenadiers and 
move them to the area to the right of 
your first base. Nod will fly in a couple 
of engineers to try to take back the base 
it lost, and your grenadiers will be able 
to make short work of them. 

Otherwise, you are still too weak to 
take on the main Nod base. You are 
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strong enough to ward off the attacks 
he sends down. Make sure you keep a 
good supply of infantry and vehicles 
here: Your hum-vees and APC along 
with infantry can take out his troops, 
while your heavier vehicles can handle 
his vehicles. To increase your supply of 
troops quickly, build flamethrowers 
from your Hand of Nod—all other 
troops must come from your original 
base and will take some time to get 
down to your advance base. Regardless, 
you should use the Tiberium you now 
have to create one more hum-vee, 
another medium tank and most impor- 
tantly, another mammoth tank. If you 
have the resources, make two mammoth 


tanks. Along with assorted infantry, you 


should have at your advance base at 
least 11 vehicles (two mammoth tanks, 
three medium tanks, three hum-vees, 
one APC and two rocket platforms) 
along with about 20 soldiers. 

Send a hum-vee up to explore the 
area immediately above your advance 
base. Clear out a good amount of 
unknown terrain, then bring the hum- 
vee back and wait. The Nod harvester 
from this base will now be visible as it 
goes to and from the Tiberium field it is 
using. Let it go. Wait for it to return to 
the Nod base (it will be going from left 
to right) and move up your troops. Take 
an assortment of foot soldiers, your 
hum-vees, two tanks, the rocket plat- 
forms and your mammoth tanks. You 
will have to wait for some time normal- 
ly for his harvester to go by, so use this 
time to make more vehicles. Keep back 
10 or so soldiers, the APC and a medi- 
um tank to guard this base. Arrange 
your attack force on both sides of this 
pass so there is a path going down the 
middle. 

Send your new attack force up and to 
the left of your advance base. Wait. You 
will be attacked by some Nod forces 
that should be little trouble to take out. 
Eventually, the harvester will come into 
view. Don’t bother to target it—your 
forces will automatically start firing, 


The ion cannon destroys an obelisk of 
light. This should ease the destruction of 
this base exponentially. 
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and it will not survive this gauntlet. 
Nod will now attack your force with 
everything it has. Let it. You should be 
more than a match for any troops and 
vehicles he can mass at you. In the 
process of trying to wipe out this force, 
he’ll spend virtually all of his money, 
and Nod is now unable to get more. 

In the meantime, keep making more 
units, especially hum-vees which are 
fairly cheap and very fast. Keep an eye 
on your units, and when possible, send 
them back to your advance base to get 
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the Nod base. Next, have it attack the 
closest power plant. There is an obelisk 
still functional here, so don’t move in 
too close. One of two things will now 
happen. The first possibility is that Nod 
will try to repair the plant, which costs 
him money and is ultimately fruitless. 
The second is that he will sell the plant. 
In either case, with this plant gone, the 
obelisks are now non-functional. Move 
in your units and start kicking tail. 
Blow up the turrets (there are two on 
each end of the base) and the SAM sites 
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This is the lab you need to destroy to finish the mission. You mission will end as soon as this 
building blows up regardless of Nod forces still on the map. 


repaired. Eventually, the Nod counter- 


. attack will peter out. When this hap- 


pens, take your rocket platforms or 
mammoth tanks all the way to the left 
of the screen and up into the Tiberium 
field. Now take them as far right as you 
can until the Nod power plants come 
into view. Attack them. 

Bolster your attack force with a cou- 
ple more tanks and get ready for the 
final battle. 


DENOUEMENT 


You have a choice here. If you wish, 
you can forgo building those last couple 
of tanks and instead create a helipad 
and a couple of orcas. It’s your call, but 
the orcas will not be that useful with 
the SAM sites that line this base, and 
by the time you get around to the SAM 
sites, you won't need the orcas. 

Take the opportunity you have to 
repair as many vehicles as you can. You 
can also replace any lost soldiers. It is 
also a good idea to send the APC back 
to your original base and create a stack 
of engineers, which should then be 
loaded onto said APC. Bring that APC 
back to the advance base. 

Have a mammoth tank move up and 
destroy the concrete wall on the left of 


(there are two of these). You can use 
your ion cannon from the advanced com- 
munications center to take out one of 
these objects for you. Bring up your 
engineers and take over the last power 
plant, the refinery, the airstrip and the 
hand of Nod. Make sure you destroy 
both obelisks! 

Once this is done, send a hum-vee 
around the top of this base and scout 
around. There are a couple of Nod 
buildings on a mesa that you cannot get 
to. The one at the top on the left is the 
lab you need to destroy to finish the 
mission. Take it out with the ion cannon 
when it has charged up. 

That’s all there is to this mission. You 
should have now learned the impor- 
tance of taking over enemy buildings, 
the intelligence of grouping attacks on 
enemy units and why a diverse force 
will always defeat a force made up of 
one type of unit. You have also seen the 
best way to attack enemy bases and 
learned the importance of destroying 
enemy harvesters. As a final note, I 
have accomplished this mission without 
saving the game in less than 90 min- 
utes, destroying or capturing 36 Nod 
buildings and eliminating 195 Nod 
troops while taking only 17 casualties. 

- Steve Honeywell 
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Gazillionaire 


+ trading lava 
lamps for fun and 
lots of profit. 


had always wanted to be a 

trader, ever since my 

Grandfather told me about 
his days selling lava lamps 
and oggle sand to the denizens 
of Vexx and Pyke. So I got a 
loan from Mr. Zinn and started 
my own company. I started at 
the same time as six other 
companies, all of which want- 
ed to horn in on my slice of the 
trading pie. So I got ready for 
all-out war against the compe- 
tition. I wanted to amass 64 
million Kubars before they 
did, and I wanted to make sure 
I did it right! 

What I did was concentrate, 
whenever possible, on the 
highest priced items. I avoided 
things like cantaloupe and 
jelly beans in favor of exotics 
and umbrellas. And I 
always tried to trade the 
items to the planets that 
needed them the most. 
This way, I bought low 
and sold high. making as 
much profit on each trip 
as I could. Being able to 
take along passengers 
was a big help. I found 
that I was able to use the 
money I got from passen- 
gers to pay for all of my 
advertising and to pay my 
crew as well. Taxes took their 
chunk of my money though, 
and my insurance premiums 
were often very high. Trading 
is a tough business, and when 
you are trying to get a load of 
toasters through space con- 
trolled by the Chichi Bobo 
rebels, you’re asking for trou- 


Pants Pants Pants Wins!!! 


The Kukubian citizens were 
overcome with joy. 
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Channel 7 
Kuku News 


Headline News 


Big news on the financial front. 
Pants Pants Pants has attained a 
net worth of 65,733,408 kubarsil! 
We have reports that the citizens of 
Kukubia have taken to the streets 
to celebrate this momentous 
occasion. 


What more could | ask for? | was worth over 65 million Kubars and 
there was a spontaneous celebration in my honor. 


ble. Still, I continued to make 
a profit and build my economic 
empire across the galaxy. 

I'd be lying if I didn’t say I 
caught a couple of breaks. 
When Emperor Dred 
Nicholson put some of the gov- 
ernment-controlled commodi- 
ties up for sale, I usually had 


The latest update from the 


capital 
is that Supreme Commander Ored 


Nicolson has personally met with 


the president of Pants Pants Pants 
and congratulated the company for 
contributing so much to Kukubia’s 


growth and prosperity 


The great Dred Nicholson even paid his 


respects to my corporate giant. 


enough money to outbid my 
competitors. This not only 
gave me additional income, it 
allowed me to charge my rivals 
for landing on some of the 
planets. Soon, they were all 
paying me no matter what 
planet they landed on. 

As my ship got bigger and my 


Money flowed into my coffers 
like oggle sand. 


crew got more demanding, I 
was happy to note that my 
bank account was reaching 
new heights. I started adver- 
tising more (and charging 
more for passengers) as the 
competition got hotter. As I 
made more and more money, 
the accolades poured in. But I 
was still far away from 
my goal. 

Then one day, as I 
loaded up my cargo bay 
with exotics and headed 
off for Pyke, I knew that 
a real celebration was in 
store for me. I knew that 
when I landed on Pyke, I 
would have crossed the 
64 million Kubar plateau 
and would become the 
most successful trading 
company in Kukubian 
history. The celebration that 
ensued upon my landing was 
epic—Kukubians are still talk- 
ing about it. But now I have a 
new goal in mind. I want to be 
the first trading company to 
have a net worth of nine fig- 
ures. Looks like I'll be trading 
lava lamps for a while yet. 


Net Worth; 66,748,616 
= 
Company Status: Supreme 


Ext 
Money 


A high net worth is always a 
happy thing. 
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Get ready For The Wi 


It’s that time of year again. Time to winterize your 
multimedia system for another long, cold season indoors 
with nothing to do but eat and play games. Interact 
accessories can’t help you with the eating part, but they 
can sure give your gaming experience a major shot in the 
arm. With this kind of excitement, who cares if you don’t 
see the sun for four months? 


An awesome stick for 
all-around gaming. The PC Commander Plus has four fire 
buttons, auto-fire control, X and Y-axis trim controls, and an 
ergonomic grip. Whether you're flying a plane, or exploring 
caverns, this stick delivers. 

The only flight stick for the 
hardcore cyber-pilot. This advanced stick features four 
fire buttons, 4-way view, throttle control, “smart” auto-fire, and 
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left-handed pilots. Its precision construction and sturdy metal 
base ensure endless flight missions. 
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Add this Fire 
Control System to your setup for a realistic approach to flight 
simulation. The Fire Control System provides you with 36 
programmable function keys (nine keys X four modes) and 
allows programming of the accompanying joystick too. 
Combine this with throttle control, a multi-viewer key, LED 
indicators, and an ergonomic grip, and you'll see that this is the 
only control system to have. 

This control pad offers you everything. It 
has that comfortable, familiar game pad feel, four fire buttons 
with configurable layout and independent 2-speed semi and 
hands-free auto-fire. Its smooth, digital control will enhance all 
of your favorite fighting, sports, action, and adventure games. 

The final word in multimedia 
sound. Separate controls for volume, bass and frequency, 
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with its own AC adaptor. Make your system come alive! 
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